
Jurassic Park 

(Sega for the Sega CD) 


Place an egg in the incubator at 
the Visitors' Center, then save the 
game and exit. Now press and 
hold START on Controller 2 — 
a cheat menu will appear! 


July 1994 
Canada $4.95 
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Segg and Genesis are trademarks 
bfSCGA. See individual game boxes 
for trademark information, 
&I99ASCGA. All rights reserved. 




r HAYWARD, CA K 
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From the list below, please rank the games in order of your preference (I to 8, 1 being your first choice and so on) and Sega will send you one of the ranked games. 

Failure to rank your choices will result in Sega’s selection and shipment of one of the listed titles. Sega's selection will be based on availability. 

Eternal Champions“(IR5) Sub-Terrania '(l551) Gunstar Heroes "(1077) Sonic Spinball"(l537) (hakan the Forever Man w (IOW) 

Shinobi III: Return of the Ninja Master'(l136) Dr. Robotnik's Mean Bean Machine "(1706) The Ren & Stimpy Show presents Stimpy's lnvention (1068) 

ALL REQUESTS MUST BE POSTMARKED BY OCTOBER 15, 1994 A™ 

Please allow approximately 8 to IZ weeks for delivery. Offer not valid in combination with any other Sega offer. Void where prohibited. Valid in the USA VSt |»>« I iSIflMk I 

and its territories only. All games listed are either not rated or are rated for general audiences, with the exception of Eternal Champions (MA-13). JESS' IEE l&Hf&a, 

CIRCLE #101 ON READER SERVICE CARD. 


1: Purchase two of the SEGA" 1 6enesis IH games listed above between June 15, \9% and September 15, 19%, orwhile 
supplies last. Ho substitutions permitted. 2: Submit the original dated cash register receipt(s) for your two new 
games [receipt(s) must be dated between June 15, 199b and September 15, 199b] Ho photocopies will be accepted. 

3: Cut out and submit the UPC codes (bar code symbols) from your new games. Ho photocopies will be accepted. 
4-: Include a check or money order for $3.75 U.S. dollars (no cash, stamps or COD's) to cover shipping and handling. 
Make check or money order payable to 6CHCSIS BUY 2, CET / FREE OFFER. 5: Complete the information requested 
below on this coupon. Ho photocopies will be accepted. 6: Mail all of the items requested to: 


A GREAT DEAL 

rQU IN THE FACE7I 

FOR A LIMITED TIME, BUY ANY 2 Of THESE EVE-POPPIN’, GUT-WRENCHIN' GENESIS'” TITLES, 

AND CET 1 FREE FROM SEGA'” (pay only for shipping and handling). Choose from: CTCRNAL CHAMPIONS " 
SUB-TfRRANIA", 6UNSTARHCR0CS", SONIC SPINBALL", CHAKAN the FORCVfR MAN"', SHINOBI III: RETURN of 
the NINJA MASTCR': DR. ROBOTNIK'S MCAN BfAN MACHINC" and Nickelodeon's'" THC RfN G STIMPY SHOW'" 
presents STIMPYS'TNVfNTION. It's a no-strain, pure-gain deal! All you have to do to get your free game is: 







It's (ike Game Boy on steroids. 


Now ptay your Game Boy games in color 
on Super NES. 


Imagine this. You're playing 
all your favorite Game Boy® 
games on a giant 26 -inch screen. 

And EQjOEDSKBiEE^^^SE^^fl 

colors you've chosen yourself. 
And even 



though 

they're 



CHOOSE THE COLORS. PICK THE BORDERS. 

Game Boy games, you're 
playing them through your 
Super NES®. 

You 're thi nki ng, 
whoa, these Metroid 
hatchlings just 
quadrupled in size 
and they 're purple! 

Is this really 
happeni ng? 

Yup. it's HTBEH 
And you 
don ' t have to be a 
super genius to 
figure it out . 

Just put your 
favorite Game Boy 
game into the Super Game Boy 
accessory, stick the Super 




Game Boy 
into your 
Super NES 
and 

The most 
excitement your TV has 
had since it got cable. 
So now you've got B i i 

for your 

Super NES for about the price 
of a single Super NES game! 
And it's all so huge and in 
color. What could be cooler? 
Uhhh... nothing. Super 
Game Boy is pretty much 
the mssMsasaBm So 
get one. And while you're 
there, pick up new Donkey 
Kong™, the first Game Boy 
game to take full 
advantage of the 
amazing and mystical 
powers of Super 
** SOU Game Boy. 

But don't make 
Mario yellow. We heard he hates 
t hat . 


GAME BOY 


©l994N'mlenttodAmeiicalnc.SupefGaira8oyandCtonk0yKongarelrademartaofN'mtendoofAmericalne. 

CIRCLE #102 ON READER SERVICE CARD. 


















THE 3 D 0" SYSTEM 



PLAYS MUSIC, PHOTO 



AND VIDEO CDs. BUT 



MORE IMPORTANTLY, 



IT WILL PLAY A LOT OF 


Way oF the Warrior, the wicked Fast, high resolution martial arts game, where you master over 600 brutal martial arts maneuvers 

EXCITING EDUCATIONAL 

while simultaneously ridding yourselF oF unnecessary teeth. And Jurassic Park*” Interactive, which is just like the movie, except now 

SOFTWARE ON SUBJECTS 

you're the one who must save the Park's guests From prehistoric dino-clones. CD sound and 3D graphics make T-Rex so real, you can H 

SUCH AS GEOGRAPHY, 


P 


15 

il 


practically smell the lawyer on his breath. These titles are only a Few oF the many. You get the idea. Even iF your parents don't) 

ART AND HISTORY! 


s, 



Call 1-800-REAL-3D0 For your nearest dealer location. 


CIRCLE #103 ON READER SERVICE CARD. 







July 1994 


INPUT: "I Don't Play Games 'For Girls'" 
PRESS START: News, Rumors, Reader 
Mail, Interviews, Information, Dear Betty, 
Top 10 Lists 12-21 


liiiB 


Video-Game Previews 

Mighty Morphin Power Rangers , 
Double Dragon V, Earthworm Jim, 
Combat Cars, Pele's World 
Tournament Soccer, Fighter's History, 




Demon's Crest, 
The Great Circus 
Mystery Starring 
Mickey & Minnie 
Mouse and Super 
Street Fighter II. 


.TlP&gTBICKS 



Tips, tricks, secret moves and more 

Jurassic Park CD, Evolution: Dino Dudes, Sonic 3, 

King of Dragons, Wolfenstein 3-D, Aero the Acrobat, 
Dragon's Lair, Mansion of Hidden Souls , Stellar Fire, 

The Horde, FIFA Soccer, Skitchin' and more! 


Super Street Fighter II 62 - 63 , 
Saturday Night Slam Masters 64 , 
Natsume Championship Wrestling 65 , 
The Twisted Tales of Spike McFang 66 , 
The Lord of the Rings 67 , Wizardry V 


70 , Shadowrun 71 , Vay 72 , 

Dark Wizard 73 , 

Mansion of Hidden Souls 73 , 
Jurassic Park Interactive 74 , Might 
& Magic III 76 , The 7th Guest 78 , 


68 , Eye of the Beholder 68 , Streets of Rage 3 Hotel Mario 79, Mega Maze 79 



gBSEifigg 

Street Fighter II Merchandising Mania feature 44 
SportsWire: Sports game news, reviews, 
ratings and more! 82-88 
Hardware: The newest in new! 00 
Global Gaining: New games from Japan 
and Europe! 92-93 

Cover Art: Mighty Morphin Power Rangers ™ and ©1993 Saban Entertainment Inc. All Rights Reserved. 
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Find out why 9 out oF 10 people 

1 

chose the 3DCT system over other home j 

■i 

gaming systems at “The 3 D 0 Challenge”. 


See a demonstration of the 3D0 system at the Following locations: 


June 4th 

Babbage’s, 1232 Stoneridge 
Mall, Pleasanton, Ca 

Gamers Paradise, 4136 N. Harlem, 
Norridge, II 

Electronics Boutique, Perimeter 
Mall, Atlanta, Ga 

June 11th 

Babbage’s, Collin Creek, 
Plano, Tx 

June 18th 

G&G/Captron, 127 Serramonte 
Center, Daly City, Ca 

Gamers Paradise, Century City 
Mall, Chicago, II 

Software Etc., Junction 183- 
820. N Richland Hills Tx 

Electronics Boutique, Phillips- 
burg Mall, Phillipsburg, Nj 
June 30th 

Electronics Boutique, A8iS 
Plaza, New York, Ny 


July 2nd 

Electronics Boutique, 1801 
Southwest Wannamaker, 
Topeka, Ks 

The Good Guys, Beverly Center, 
Los Angeles, Ca 

The Good Guys, 61 E. Shaw 
Avenue, Fresno, Ca 

July 9th 

Electronics Boutique, University 
Town Center, 4325 La Jolla, 
San Diego, Ca 

Electronic Boutique, The Parks, 
Arlington, Tx 

Software Etc, 2300 Broadway 
New York, Ny 

July 15th 

Babbage’s, Aventura Mall, 

N. Miami, FI 


July 16th 

Electronics Boutique, Newport 
Center Mall, Jersey City, Nj 

July 23rd 

Babbage’s, Bellevue Shopping 
Center, Bellevue, Wa 

Electronic Boutique, 124 E. 
Broadway, Bloomington, Mn 

Electronic Boutique, King 
of Prussia Mall, King of 
Prussia, Pa 

Electronics Boutique, Vista 
Ridge, Lewisville, Tx 

July 29th 
Babbage’s, Miami 
International, Miami, FI 

July 30th 

Electronics Boutique, 

342 E. Broadway, 
Bloomington, Mn 


3D0. The most advanced home gaming system in the universe. What are you playing with? 
For the name and location of a 3D0 dealer nearest you, please call 1-800-REAL-3D0. 


CIRCLE #104 ON READER SERVICE CARD. 
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FLAY 

I recently found out that our magazine’s 
readership is 96.7% male. I was truly sur- 
prised by this estimate... and more than a 
little disappointed. Why is it that there are so 
few “girl gamers”? Even I didn’t start playing 
video games seriously until well into college; I 
was probably playing with Barbie and 
Monchichi until I was 14. I guess I played an 
occasional game of Pac-Man, Donkey Kong or 
Frogger, but otherwise I considered the world 
of video games to be a boys’ domain because 
that’s the way the products are marketed... 
which is really too bad. 

The video game industry has started to 
factor girls into the market with games like 
Beauty and the Beast: Belle's Quest anti Barbie 
Super Model. I find these games “for girls" 
entirely offensive and annoying. They only 
increase the gap that already exists in male 
and female socialization. I like playing NBA 
JAM , Mortal Kombat or Stanley Cup Hockey 
as much as the next guy. Give me a good 
game of l /alls III any day, with a nice hefty 
whip in my hand. Like I want to play a game 
that focuses on “sharing” and “cooperation” 


“FOB GIRLS”! 

women programmers? If there were more 
on the inside of the industry, maybe 
more women would play games. There were 
a few in the early days of video games: Ac- 
tivision's River Raid for the Atari 2600 — a 
fast, explosive action game — was pro- 
grammed by a woman named Carol Shaw. 
So what happened? Have women been com- 
pletely discouraged from pursuing any tech- 
nical skills? It seems the only place for 
women in video games is in the actual 
games — you know, with big boobs and little 
bikinis. 

I know what it all means. Men live in a 
privileged society; they enjoy social, finan- 
cial, and political advantages that women 
don’t. Of course, it’s to the status quo’s ad- 
vantage that women are socialized to coop- 
erate and be passive. More women ought to 
play a couple of games of Mortal Kombat II 
once in a while. It’s obvious that video game 
marketing is more attractive to — and is 
mostly geared towards — boys. But don’t irri- 
tate me by making stupid games “for girls.” 
— Betty Hallock 


IN’ 


m 


at the expense of 
speed or challenge. Yeah, 
right. 

When I look at the other video game maga- 
zines, I see very few women writing reviews 
and articles. It can’t be true that there aren’t 
more women who are qualified to do what I 
do. Look at the fanzines, which can be pub- 
lished by anybody whenever they want. The 
only gaming ’zine I know of that was run by a 
woman is now defunct. 

And jeezus, why aren’t there more 
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Who i 


Heistand has 
this to saygDout 
Pober: “We are 4 


and familiar with the video 
game violence issue 
through his employment 
with the Better Business Bureau. 
Heistand says, “ We 
think his work on chil- (C^*V} 
dren’s issues and his 
work with business ensures 
that the IDSA ratings process will 
be sensitive to the concerns of 
parents and children as well as 
the industry." We hope so; while 
some might cringe at the knowl- 
edge that Pober has no children of 
his own, a VideoGames source 
who has participated in the IDSA 
meetings told us that he’s “as 
close as [the IDSA] 
could get” tabbing 
the perfect ^er- . 
son for thepb. A 
When it’s- finalized, 
the rating system will in- 
elude ratings for software ^ 

for all platforms— cartridges, 
CD-ROM and floppy disk titles. Its 
purpose is to inform consumers 
(namely, parents) about the con- 
tent of video games. Dr. Pober 
has stated, “I see this as 
a great opportunity to 
give parents and other 
‘ consumers the facts they 
need to make informed interactive 
entertainment purchasing choices 
for their children.” The Ratings 
Board will be an arm of 
IDSA; we’re told it will in- 
clude experts from the 
video game industry as well 
as parents, teachers -;and* 


other non-game players. 

Here at VideoGames, we’re i£r 
obviously a bit concerned 
about the industry experts 
who may become in- 

"j |>2\rv-, volved with the rat ' 

in 9 s board. Might 
| ^ they be employees of 

the game companies who make 
up the IDSA? To avoid such a 
conflict of interest, we respect- 
fully suggest that the best way for 
Dr. Pober to find these experts 
would be to contact the editorial 
staffs of the major U.S. video 
game magazines. 

Only time will tell what Dr. 
Pober has in store for the video 
game industry — and whether 
’p he and the IDSA will be 
able to meet the associ- 
W/ ation’s commitment to 
J W establish the rating sys- 
■ tern by the end of this year. 

^ Our source at the IDSA 
says that the deadline 
may not be met, but the 
association expects i / 

that its efforts up to y ft 

that date will provide 
the Senate with com . 
elusive proof that it is seri- 
ous about establishing the rating 
system, which should allow for a 
little extra time. Look to future is- 
sues of VideoGames — The 
Ultimate Gaming Magazine 
for further updates on the is- 
sues that will affect you, the. 

. gamer, in 'the years to 
come. 


Y ou’ve probably never 
heard of him, but Dr. 
Arthur Pober is poised to 
become one of the most influential 
people in the video-game industry 
as it screams head-first into 
the 21st century. In previ- 
ous issues we’ve 
detailed the in- 
dustry’s plans 
to devise a game rating 
system to appease the de- 
mands of U.S. Senators Lieberman 
and Kohl, among others— these ef- 
forts are being spearheaded by an 
industry association in- _ 
eluding Acclaim, Atari, 

Capcom, Crystal Dy- W" 
namics, Electronic Arts. 

Konami, Nintendo, Philips 
Sega, Sony, Viacom and Vir- 
gin. Now the association has a 
name— the Interactive Digital Soft- 
ware Association (IDSA)— and it 
has appointed Dr. Arthur Pober to 
be the man who will have the final 
word in rating its video games. 

Jack Heistand, Acting 
Chairman of the IDSA Board 
of Directors announced 
1 • the decision to hire Dr. 
m a v 1 Pober as Executive Di- 
: ' rector of the IDSA Rat- 
ings Board. Heistand is 
also a Senior Vice President of 
Electronic Arts, so we pretty much 
know where he's coming from. But 
who is Arthur Pober and what ex- 
actly is the extent of his familiarity 
with the video game iri- 

utiC 1 


be able to hire someone with Dr. 
Pober’s background and experi- 
ence on issues affecting con- 
sumers, especially children.” OK, 
Pober is big on kids. He currently 
serves as Vice President and Di- 
rector of the Children’s Advertis- 
ing Review Unit of the Council of 
Better Business Bureaus. Pober 
was also the principal of Hunter 
^ College Elementary 
School, and has lec- 
tured world-wide on 
topics such as education, psychol- 
ogy, advertising and children. 
Pober has collaborated 
with the European com- 
munity in developing 
guidelines for children’s 
advertising. While his work in 
evaluating children’s advertising 
would appear to be the closest 
equivalent to his new post, there 
has never been a position like this 
one before. What about 
his experience with video 
games? J- 'y 

Unfortunately, Dr. 

Pober was unavailable for 
media interviews at the time we 
went to press, and his office was 
unable to provide us with a photo- 
graph of this extremely influential 
man. The only answer we re- 
ceived from Pober’s office 
ls ^at he’s very familiar 
J with children’s issues 


EDITED BY BETTY HALLOCK, ERIC NAKAMURA & NIKOS CONSTANT 


O cean of America has announced the 
winner of “The Great Dino Egg Hunt" 
contest, in which players had to search 
through the Super NES Jurassic Park 
game to discover hidden letters and 
decode a secret message. The winner, 29- 
year-old Bill Vargas of Philadelphia, un- 
scrambled ttie message and submitted the 
correct answer (“Dr Horner") two days 
alter the game was released. The prize: A 
$5,000.00 check. 


G reat news for owners of CD- songs per disc, and the company plans to release ten discs 
ROM systems like the Sega CD, each month at $29.95 apiece. 

Duo, 3DO or CD-i: Pioneer has an- 
nounced the introduction of a new V he list of Atari Jaguar game publishers continues to grow, 

catalog of songs in the CD+G format, I but one recent entry caught our eye: Jaleco USA expects 
which displays graphics and text on to have its first Jaguar title on store shelves in late 1994, and 
the screen while playing music from a plans to release JaguarCD-ROM titles as soon as the CD-ROM 
standard CD. (All of these machines add-on becomes available. VideoGames found this news inter- 
are compatible with the CD+G format, esting because Jaleco— -known for its successful Bases 

but there are very few discs available Loaded series— is one ol a select few game companies which 

that use it.) The new series features 1 8 has been operating exclusively as a Nintendo licensee. 





rates? Rumor has it that the development team created the 
game with pirate equipment used to bootleg software, and 
that it was sold as a finished product to Sega— which was 

so happy with the qual- ; V 

ity of the game that it '* ■ 

never bothered to ask 

the designers how they 

programmed a 16-meg * ^ 

Genesis cartridge with- ^ :: 
out a Sega-approved 

development system. v ‘ •' ’ 


cized efforts of U.S. Senator Joseph Lieberman (D-Conn.) to 
institute an industry-wide rating system for video games, 
GEA stated: "Education advocates applaud [Sen. Lieber- 
man's] efforts, but as gamers we feel that this is censorship 
of our hobby. . . . Slapping video games with an enforced rat- 
ing is nothing more than censorship itself." 


R adio Shack stores nationwide now offer more than 50 
of Atari's most popular video-game cartridges for the 
Atari 2600, including Pac-Man, Centipede and Donkey Kong. 
This is great news for those of you who still enjoy playing this 
classic game system. If you order these titles through the 
' “Express Order" program at a local Radio Shack store, you'll 
get your video games delivered to your home within ten days. 


H ere’s an interesting question from the underbelly of 
the gaming industry: Could it be that the scorching 
Sega shoot-’em-up Subterrania was completely developed 
and programmed by a group of European video-game pi- 


T he fanzine editors’ association. Gaming Enthusiasts of 
America, recently released an official statement on the 
issue of video-game violence. In response to the well-publi- 


Sew/ & St/vei 

MIA SATURN 


r 

M megi 

srmnrf 


t has two 32-bit RISC processors, 4.5 
megabytes of memory, 32-channel PCM 
’ sound, cartridge and CD-ROM compatibil- 
ity... and it’s made of wood. OK, Sega’s highly 
anticipated Saturn system isn't really going to be 
made of wood, but this prototype model is; it was 
shown to the Japanese press last month as an 
unfinished design-in-progress. While it doesn't 
answer all of our questions about the Saturn’s 
design or capabilities, Sega’s Japanese offices 
did offer a few tidbits of information about the 
next level of Sega home hardware. 

Perhaps most significantly, the design of this 
prototype makes it clear that the Saturn will not 
be a CD-only machine. Not only is there a car- 
tridge port near the rear of the unit, but the pro- 
totype is also emblazoned with the following leg- 
end: “Sega Saturn-Dual CPU Multi Amusement 
Player— Sega CD-ROM/Cartridge.” It also fea- 
tures two controller ports and a top-load- 
ing “Intelligent CD” drive. (The basic 
design is vaguely reminiscent of / 

Sega’s Genesis-compatible CDX 
machine, but it’s bigger and 
more expensive-looking.) 

The Saturn's stylish sil- 
very shell sets it apart 
from Sega's traditional 
black plastic systems. 


PRELIMINARY 
SATURN SPECS 

RAM: 36 Megabits 
CPU: Two 32-Bit Hitachi RISC SH2 
processors (the same as in 
Sega’s previously-announced 
Super 32X Genesis upgrade) 
SOUND CPU: 66EC000 PCM 32-channel 
COLORS: 1,600 
SPECIAL FX: Flat Shading 

Gouraud Shading 
Texture Mapping 
Sprite Scaling & 

Rotation 

Background Scaling & 
Rotation 


Sega's Daytona USA coin-op: This is not a 
Saturn screen shot! 


In an official statement issued by Sega Enter- 
prises at the recent Consumer Soft Group exhibition 
in Japan, Sega producer Hiroshi Suzuki discussed 
Virtua Fighter, which is expected to be one of the 
first Saturn titles shown when the machine is offi- 
cially released overseas this fall. "The life of the 
game, above all, the movements 
gggggpr/ and skills of the characters, are all 
going to be included [in the Saturn 
version]. We have plans to make a 
complete adaptation of all the 
movements and skills. On the other 
hand, there will be a reduction in the 
number of polygons when compared to 
f the coin-op.” 

This statement reveals another important 
clue: It seems obvious that the Saturn versions 
of Sega’s 32-bit arcade properties (such as Virtua 
Fighter and Daytona USA) will not be completely 
indistinguishable from their coin-op counterparts. 
Still, it remains to be seen how significantly these 
games will be affected by “a reduction in the 
number of polygons.” 

How much will it cost? What will the con- 
trollers look like? What will be the pack-in game? 
Will it be compatible with Genesis, Sega CD or 
Super 32X titles? Look for updates in future is- 
sues for more Saturn specifics. 






Return to Zork” 

Activision 



Brutal Sports Football’” 

Telegames 



Club Drive™ 
Atari 



Syndicate™ 

Ocean 



WOLFENSTEIN 3D' 
Id Software 



Rise of The Robots™ 

Time Warner Interactive 




Battlewheels™ 
Beyond Games 


Bios Fear™ 

ASG Technologies 



Theme Park™ 

Ocean 




Double Dragon V: 
The Shadow Falls™ 


Games 


This is just the beginning for the Atari Jaguar 64-bit system. There are a ton of 
new games on the way for ’94 designed to harness Jaguar’s insane power. A power that’s rapidly 
making other video game systems history. 

Experience sports games so intense you’ll feel the turf burn, combat games that’ll 
drain pints of your blood, and dizzying virtual reality games like Doom and Alien vs 
Predator. Can you stomach a few thousand body blows? You’d better because in Ultra 


AT ARI and (he Atari logo are (he registered trademarks of Atari Corporation. Jaguar. Kasumi Ninja. Oub Olive. Red Line Racing and Battlcaonc 3**1 arc trademarks of Atari Corporation. All rights 
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Robinson’s Requiem™ 
Silmarils 



Pinball Fantasies™ 

21st Century 



Ultra Vortex™ 

Beyond Games 





Flashback" 
US Gold 


HOSBNOSE AND BOOGER’" 
ASG Technologies 


Air Car Wars'" 

Midnight Software 


Arena Football” 
V-Real 






Doom” 

Id Software 



Bret Hull Hockey™ 
Accolade 


BATTLEZQNE 


BATTLEZONE 2000™ 

Atari 



Dragon’s Lair™ 
Readysoft 




Assault™ 

Midnight Software 



Dungeon Depths™ 

Midnight Software 


Vortex, Kasumi Ninja and Double Dragon V, we’ve taken brawling to the 64th level. 

What makes Jaguar games so awesome? The raw power of 64-bit technology that 
adds CD-quality stereo sound, 16 million colors, and incredible 3D animation. No wonder 
it was voted the best hardware system in Europe and America. And it’s the only system 
made in America. 

This is just a preview of what’s to come. The Atari Jaguar. 64 bits. Do the Math. 

of Accolade, Inc. 0 1994 Accolade Inc. Brmt Hull Hockey b a trademark of Accolade, Inc. and » officially licensed by Brett Hull and ihe National Hockey League III AT4 
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V ideoGames' own Zach Meston and J. Douglas Arnold 
have released Heimdall: The Official Strategy Guide, a 
hint book fc JVC’s awesome Viking RPG. This book is filled 
to the margins with detailed maps, hundreds of screen 
shots, combat strategies and a complete walkthrough of the 
game from start to finish. (It even has pictures of the infa- 
mous statues that Sega forced JVC to redraw, which delayed 
the release of Heimdall by an entire month.) For more infor- 
mation. contact Zach and Doug at: 

Gaming Mastery Series 
292 Puapihi Street 


Lahaina, HI 96761 
Phone: (808) 661-5844 
E-Mail: vgzach@delphi.com 


C heck out two new books from Prima Publishing: 
Sega Genesis Secrets Volume 6 by DeMaria. Barrera 
and Statton, and Parent's Guide to Video Games by Seven 
A. Schwartz, Ph.D. with Janet Schwartz. SG Secrets 6 con- 
tinues a long line of cheat books for lazy gamers, while PG 
to VG is for parents who worry too much about what their 
kids play. 


LET'S HEAR IT FOR THE LADIES 

This is to Tracey Chan and Ashley 
White (Soundboard, March 1994): I 
think it’s good that you two girls 
spoke out on the sexism in video 
games, and I’m glad there’s at least 
two girls that like games like Street 
Fighter and Mortal Kombat. I was be- 
ginning to think there wasn't any girl 
who liked the violence portrayed in 
Mortal Kombat and MKII. I think it’s 
terrible that they only put one or two 
women in each fighting game; they 
should at least have three or more be- 
cause the women are usually faster. 

— Gregory Franks 

Mojave, California 


I CNN, VIDEOGAMES AND DANNY 

I was watching CNN today and 
I saw a report that said your maga- 
zine really irked Daniel Lungren (At- 
torney General of California) by 
printing a picture of his head held 
aloft by a batch of pixels from the 
I video game Mortal Kombat. 

Your magazine will probably be 
I criticized for that ironic characteri- 
zation, and if your intention was to 
1 create controversy, you have suc- 
! ceeded. My thoughts as an ob- 
server of the gaming scene are that 
you have stung Mr. Lungren with 
an appropriate reply. He is desper- 
ate to assuage his wounded ego by 
crying foul over the one element on 
the page that was presented in jest. 

I had thought that VideoGames 
I was in danger of losing its position 


as the voice of the intelligent and ma- 
ture video gamer, but I see that your 
reorganization has not affected' your 
editorial chutzpa. Please continue to 
print what the other video game 
magazines cannot... or will not. 

— Brett Hollembeak 
Rockford, Illinois 

Good analysis, Brett. You forgot 
to mention that it's Danny's reelec- 
tion year; he needs something to 
talk about to convince voters that 
he actually does something. Some 
of the newspaper articles about the 
debate really missed the joke; any 
reporter unfamiliar with Mortal 
Kombat made it sound as if we had 
created some ghoulish piece of art 
instead of a crude batch of pixels — 
as you said— that was intended as 
a satire on a popular game. 

YOU SHOULD RUN FOR 
ATTORNEY GENERAL 

Recently I became aware of the 
much-debated issue of graphic vio- 
lence in video games and wanted to 
state my opinion on the matter. I am 
a 36-year-old RN and have recently 
discovered the world of video-game 
entertainment. I am an avid fan of 
Nintendo products and applaud the 
company’s stance on graphic vio- 
lence in gaming materials. 

As a nurse in labor and delivery, 
I find the Game Boy and SNES sys- 
tems to be a novel way to reduce 
high stress levels. The incredible 
artwork, original ideas and great 
game play keep me coming back 
time and time again. I have the priv- 
ilege of assisting many lives to enter 
this world and am a strong advocate 
of healthy childhoods. Through 
play, children (and many of us 
adults) develop self-esteem, hand- 
eye motor skills and the joy of con- 
quering challenges and obstacles. 

I have found that you can still 
enjoy the essence of all games (in- 
cluding Mortal Kombat, Lethal En- 
forcers, etc.) without the detailed 
graphic violence. I hope future em- 


phasis will be placed more on the 
sheer fun, learning and challenge of 
video games and less on the “sensa- 
tionalism” of blood-and-guts graph- 
ics! After all, isn’t that why we play? 

— Patrice Thomas, RN 
Savannah, Georgia 

Though we don’t completely 
agree with your opinion, you sure 
are a lot more informed on these is- 
sues than most of the politicians 
who have cast the gaming industry 
under public scrutiny. Thanks! 

MRU'S FRIENDLY BABIES 

My friend Brandon Washburn 
and I talk about your magazine and 
Mortal Kombat I la\\ day in class, and 
we usually get in trouble. Anyway, 
we saw something interesting in 
your April 1994 issue. You showed a 
picture of Reptile doing his friend- 
ship, but on the ground is Kung Lao 
as a baby! Is Reptile doing his 
friendship move or a babality? 
Something is wrong here. Is this a 
new trick or is the game messed up? 

— Matthew Morton 
Yakima, Washington 

It's not messed up, Matthew. If 
you’re fast enough with certain ba- 
bality, fatality and friendship 
moves, you can do two in a row. 
When that photo was taken, our 
player had performed Reptile’s ba- 
bality on Kung Lao, then followed it 
up immediately with a friendship 
move. Watch out for your teachers 
when you tell your bud Brandon 
about this; they just won't under- 
stand and you might get sent out of 
the room for causing an MKII riot. 

PLAYIN' WITH CLAY 

I am a proud subscriber to 
VideoGames. When I received the 
magazine with the major changes, I 
had mixed feelings... but I gave it 
time, and am happy that I stayed 
with you. Anyhow, I have written to 
inform you that I use your ratings to 
figure out what games to rent. I am 
especially happy with Clay Fighter 
and have bought Plok. Seeing that I 
was in love with Clay Fighter, I cre- 
ated Bad Mr. Frosty out of clay! My 


classmates found 
it amazing. It has 
been my best clay 
figure so far. I 
hope to make 
another fighter 
sometime soon, 
such as the Blob 
or Taffy, i’ll send 

you a picture of my next Clay I 
Fighter if I get the chance to make j 
another one. 

—Jason Wesley I 
Don Mills, Ontario, Canada 

Great job, Jason! The Blob \ 
would probably be too easy, man; 
how about taking a shot at Helga or J 
Ickybod Clay? 

SPORTOS MAKING BANK 

It makes me mad when they I 
take out stars of video games be- 
cause of their professional con- 
tracts with Nike or Reebok. In NBA J 
JAM they had to take out several f 
players, including my favorite, 
Shaquille O’Neal. Why can’t they I 
just let them be in the game? I 
They're not going to make any I 
money off of it. People will buy j 
Nike and Reebok products even if j 
they’re in video games. I just think | 
it's total B.S. 

— Jeremy Gannon I 
Davenport, IA j 

Whoa, Jeremy, that’s not quite 
the way it happened with NBA JAM. 
The fact is, Shaq has a separate I 
contract from the NBA that pro- 
hibits the players' association from 
licensing his name and face to any- 
one as part of the whole NBA pack- 
age. Considering the number of I 
players who are setting themselves 
up as individual licensing fran- j 
chises like this, Midway and Ac- 
claim are lucky to have guys like I 
Alonzo Mourning and Scottie Pip- I 
pen in NBA JAM. Charles Barkley I 
wasn't even supposed to be in [ 
there, since Accolade has his video- J 
game rights. Also, don't forget that J 
some of those missing players j 
were removed from the game be- 
cause they retired or passed | 
away. 



T-SHIRT 


with a one-year 
paid subscription. 



VideoGames T-shirts are printed 
front and back. All T's are 100% cotton, 
black with multicolor design on back and 
VideoGames logo on left front. X-large size only. 


Subscribe 
now for only 

$jip.95i. 


Toll-Free Subscriber Service Number 


1-800 369 7835 

Credit card orders only. 

Or mail check or money order to: 

VideoGames, P.O. Box 575, Mt. Morris, IL 61054 


MONEY BACK ON UNMAILED ISSUES IF NOT SATISFIED! 

Foreign add $10. Make checks payable to LFP Inc. Basic subscription price: 1 year. $19.95. Your first is: 


1 8 weeks. 





andheld games are making a 
> ; v'' strong comeback, and they’re 
a lot different from the pocket LED 
and LCD games of the 70s and '80s. 
Advances in technology allow for 
more complicated game play and 
smaller packages for greater portabil- 
ity. Tiger Electronics leads this new 
invasion of handhelds with some of 
the hottest video-game and character 
licenses around. 

In its handheld games depart- 
ment, Tiger has a whole slew of titles 
including some of your favorite arcade 
and home video games. Mortal Kom- 
bat. Street Fighter II, WWF Royal 
Rumble, Sonic the Hedgehog 2 and 
Super Double Dragon are just some of 
the familiar games that you can take 
with you on the road. The Super 
Street Fighter II game will even talk to 
you, with samples from the arcade! 
These handhelds are James Bond 
small and perfect for those long 
car journeys when your 
Game Boy dies. 


If you re in the market for a 
watch, check out the Street Fighter II 
and Sonic watches. Not only do they 
tell you the time, but you can also do 
a little sparring or spinning with their 
on-board wrist arcades. 

The coolest Tiger toys we’ve seen 
are the Mortal Kombat and Street 
Fighter II 3-D electronic fighting 
games. With these souped-up ver- 
sions of the '60s entertainment sta- 
ple, Rock ’em Sock 'em Robots, you 
can give kicks to the stomach and 
punches to the head, complete with 
electronic speech and sounds. It’s 
not quite like bringing the arcade to 
life, but if you want to see a 3-D ver- 
sion of Goro fighting Raiden or Guile 
fighting Ryu, this is the toy for you. 

Remember, these are the toys 
that will be in the VideoGames Replay 
column ten years from now, so start 
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Totally 
T@y=lffk Contest!! 

Are you hankering to 
get your hands on 
some electron- 
ic handheld 
games? Here’s 
your chance! 

Tiger Toys is giving 
you a shot at winning one 
of these 51 prize packages: 

I Grand Prize 

A Tiger Toys game package that includes: 

• 2XL, the world's smartest talking robot, and tapes 
•The mind-bending Quiz Wiz and cartridges 

• The action-packed Mortal Kombat tabletop game 

• Brain Bash— the voice command game that tells 
you what to do 

• An assortment of handheld games including Mighty Morphin 
Power Rangers, Sonic 3, Sonic Spinball, Talking X-Men, Mortal 
Kombat and many more! 


IO First Prizes 

A year's supply of handheld games including Talking X-Men, Shaq | 
Attaq, Sonic 3, Mortal Kombat and many more! 

*<0 Second Prizes 

The Mortal Kombat handheld game 

On a postcard (no envelopes, please) print your name, address, telephone 
number and age, and answer these three questions: 

1) What is your favorite Tiger handheld game? 

2) What kind of Tiger game would you like to see? 

3) How many Tiger games do you own? 

Address your entries to 

Tiger's Totally Toy-Riffic Contest 
c/o VideoGames Magazine 
9171 Wilshire Blvd., Suite 300 
Beverly Hills, CA 90210 

Multiple entries accepted, but each must be sent in separately. The deadline for I 
entries is August 1, 1994. VideoGames Magazine will choose the winners in a 
random drawing, so good luck and send those cards in. 
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Dear Betty, 

I have another one of those boy/girl 
problems. You see, I really like this 
girl. The problem is, she’s almost seri- 
3 with another guy. To make things more compli- 
cated, she likes a different guy in Mexico, who 
likes a different girl in Mexico, who just happens 


to like me. She lives six miles away (just an hour and a 
half bike ride) and "has been forbidden to date until her 
parents die. She told me that she just wants to be friends 
(ouch!), but now she won’t even talk to me. The people 
from Mexico are coming up soon, so what should I do? 

—Butch 
Sunnyvale, California 

Dear Butch, 

You live in Sunnyvale, California, and you ride just six miles 
away to see a girl in Mexico? What are you talking about? 


Dear Betty, 

The girl I’m going with never writes me back (she lives 
in North Carolina). Does this mean she hates me? Also, 
there’s this girl I like at school. But she doesn't even 
know I'm alive. — Trevor 

Arlington, Virginia 

Dear Trevor, 

The girl you're going with should hate you because 
you’re practically cheating on her. Why do you like 
some girl at school when you already have a girlfriend? 
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Classic Replay 

“Mike," Editor 
P.O. Box 1743 
Soquel, CA 95073 
Free Bimonthly 

It’s hard to see what’s so 
“classic" about Classic Re- 
play. It's clean and the re- 
views are easy to read, but 
it’s thin. (It’s also small — 
only 5!4"x8#’ — but that’s 
cool.) There aren't very many 
reviews, either; it just doesn’t 
have much pizzazz. Even the 
“Gaming Guru” gossip col- 
umn isn’t very interesting. If 
the half-anonymous “Frank” 
and “Mike” can spice it up a 
little and offer 
some more 
info in future 
issues, this 
could be a 
nice little 
’ z i n e ... but 
then they’d 
probably have 
to put a price 
on it. 


Video Game 


Travis Scott, 

Editor In Chief 
8 Peppertree 
Anderson, SC 29621 
$1.50 Bimonthly 
$7.50 U.S/S1 2.50 else- 
where per year 

Though we received this 
issue a few months late, it's 
still a very 


lewifiw 

tM 


informative 
’zine. We 
particularly 
enjoyed the 
“1993 Video 
Game Year 
in Review” 
piece and 
the article 


VIDEO GAM E 
= REVIEW S 


“The NES: Still the System 
of Choice.” Like most of 
the cleaner-looking fan 
publications, Video Game 
Review doesn't put much 
humor into the mix or let 
loose and really go crazy, 
but it works pretty well as 
a serious ’zine. 


MASTERmlnds 

Todd Lintner, Editor 
6406 Jacobs Way 
Madison, Wl 53711-3209 
$1.50 Bimonthly 
$9 per year 

The best ’zine out of the 
whole darn pile. MASTER- 
minds is everything a 
fanzine should be: Lots of 
info, really opinion- 
ated and easy to read! 
Articles like “Five 
Days with a Game 
Gear” and “The Pow- 
ers that Be” especially 
caught our eye. Todd 
Lintner definitely has 
his own style; even 
the reader mail section 
is informative 
and fun. Nice 
Lunar cover. 

We’re looking 
forward to the 
new “Prozines 
Suck” column 
in the next 


-'JTA'V 


issue! 


Game Force 

Jeff Beedham, 
Publisher/Main Editor 
P.O. Box 1610 
Belen, NM 87002-1610 
$1 Monthly 

Game Force is ail right, 
but more space needs to be 
devoted to game reviews. 
The letters section is al- 
most as big as the review 
section. The First Anniver- 
sary Issue has a too-short 
interview and some light- 
weight features, 
r — , v but most of it is 

sort ho-hum. 
It shows promise 
for a monthly 
’zine, but it needs 
to have more of 
almost every- 
thing. 


Beyond Gamins 

Ryan Smith, Editor 
89 Arundel Place 
St. Louis, MO 63105 
$3 Quarterly 
$12 U.S per year 

We tend to hate anything 
that comes in that plastic j 
comb binding, but Beyond 
Gaming is okay. Everything 
looks really professional. A I 
lot of the pages are devoted 
to reviews that are easy to 
read. While co-editor Chris 
Bollinger handles the more 
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If you're using a new-model Sega C02 with an older Genesis machine, you're probably using the extension 
device that came with the CD to attach the base unit to the CD drive. But if you have the smaller late-model Genesis, 1 
you're stuck with a long chunk of useless black plastic. In this age of renewed environmental consciousness, our 
editorial staff decided that this ob|et d'art should not go to waste, so we came up with this helpful list of... 


10 Things You Can Do With 
SYour Sega CD Extension 


Use it as a backscratcher, 
also works on your head. 


4" • Use it to get stuff 
you can't reach out 
from under your bed. 


8. 


• Sharpen the edges and u 
break with a subsequent riot. 


! it to instigate a prison 


9.! 


XEi • Use it to 
mash garlic. 


*You could put a sparkler ir 
the little hole where the screw 
goes, and it would look pretty. 


• Strap it to the 
back of the kid you pick 
on at school to use as a 
handle. 


^3 « Steal another one from a 
friend and tie them to the bottoms 
>f your sneakers— now you can 


PI 6- 


Use it as a mega-slide for your guitar 
when you're playing the blues to your honey. 


1 0« Use it a 

a bench for your 


slam like Jordan or do the Funky 
Klunk at your local soul palace. 


7.u 


• Use it as a funky add-on to the back of 
the banana seat on your low-rider bicycle. 




mainstream stuff ( Aladdin , 
Megaman X ), Ryan’s enthu- I 
siasm shows in his cover- 
age of hardcore stuff like 
Viewpoint and Crossed 
Swords. It looks like a really J 
smart ’zine; definitely more f 
intelligent than corporate. 
Worth checking out. 


If things aren't working out with the girl in North Car- 
olina, you should break it off. You've got interests else- 
where anyway, now don't you? 

Dear Betty, 

I love my .Genesis, but I hate the quality of the video 
signal I’m getting from the regular audio/video jack. I 
hear that JVC is coming out with a combination Gene- 
sis/Sega CD unit called the X*Eye which will have an S- 
Video output. If this is the case, I can connect it to my 



SVHS VCR and get some real quality! Can you tell me if 
this is true? — Stacey 

Elmira, New York 

Dear Stacey, 

Guess what? I hear the X-Eye machine won’t have the 
S-Video connector. The Japanese version of the ma- 
chine— the Wondermega—has one, but I guess we’re 
out of luck with this new U.S. machine 'cause it's been 
redesigned. What's up with that, JVC? 

-O C J -<>- -f > 


Dear Betty, 

I’m getting braces next week. My sister says braces will 
make me ugly. Is this true? 

—Sara 
Seattle, Washington 


Dear Sara, 

No, braces will not make you ugly. Just tell your sister 
to shut up. 



Grand Prize 


One (1) lucky winner 
will receive a Super 
Street Fighter II ar- 
cade machine and a 
Super Street Fighter 
II prize package, I 
courtesy of Capcom! 


- 08369 - 


Capcom and VideoGames Magazine Present: 


O wn the street this summer 
with Gapcom, VideoGames 
and a room full of Street 
Fi ghter II merchandise. Get 
crazy with your own coin-op ma- 
chine, posters, action figures 
and game cartridges! Just send 
in a postcard with your name, 
address, phone number and age, 
and tell us which system you’d 
like to win Super 
Sheet Fighter If for 


1st Place Prizes: Ten (10) runners-up 
will each receive a Super Street Fighter II prize pack- 
age from Capcom! 


Super Street Fighter II Prize Package includes: 

• Super Street Fighter II cartridge for the Genesis or 
SMES (your choice) 

• Super Street Fighter II T-shirt 

• Street Fighter II Action Figure 
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Capcom U.S.A., Inc. and VideoGames Magazine are not responsible for 
late or lost mail. Employees of Capcom U.S.A., Inc., VideoGames 
Magazine and L.F.P. Inc. and of their subsidiaries and affiliates are not 
eligible, nor are members of their immediate families. All materials 
submitted, including, without limitation, the ideas and expression of 
those ideas , become the property of Capcom U.S.A.. Inc. and 
VideoGames Magazine and will not be returned. No purchase necessary. 
All winners will be notified by mail. Eleven (1 1 ) winners will be selected 
by the VideoGames judges, who shall have complete and sole discretion 


in selecting winners. All decisions are final. All taxes and delivery on 
prizes are the sole responsibility of the winners. Winners release 
Capcom U.S.A., Inc., VideoGames Magazine and L.F.P. Inc. and their 
subsidiaries and affiliates in all matters relating to the use of prizes. No 
substitution of prizes or cash equivalent allowed. One prize per family. 
Winners grant permissions for use of their names, addresses and 
photos for advertising or promotional purposes without additional 
compensation. Contest void where prohibited by law and otherwise 
governed by California law. 
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1. What happened to Part 3 of the Dungeon Master strategy? 

2. Why don't the Pro Action Replay codes work on my 
Game Genie? 

3. How do you get the cheerleaders in NBA JAM? 

4. Could I get the codes for Mortal Kombat ? 

5. Could I get the codes 

for Mortal Kombat II? r M 

6. When is Mortal Kombat II h 
coming out for the home? 

7. Why doesn’t the Mortal z*, 

Kombat DULLARD code \ m 

work on my Super Nintendo? 

8. Can I talk to Betty? 

9. Can I please talk to Betty? 

10. Please, I gotta talk to Betty! 


Hams 









Burn Cycle 


. ar tion video/computer hybrid, you p/ay Sol Cut,. 
,^' S '"Tbrain's been downloaded with a 24-hou rs-ti/Z^ * 
Pouter virus. Coming this fall on CO-i an d cnZ^/ 




WHY WASTE THEM ON “LOVE CONNECTION.” 


^ aS tw oVl ^,<s^ ^ 
1 Srum Py little hornhead, wending V° ut a Co"" 

Yrintl ' of Chaos in search of the mysWj> tefiP 

nd p C Floppy. (Optional Digital Videos 


Most of what's on TV can be summed up in one word: lobotomy. Which is why Philips has come 
up with three new exclusive games. All with retina-searing graphics and 
ear-bending sounds. Now that you know this, why just sit there when 
you have 9,462 anxious nerve endings just begging for the controls. 

For more input on Philips CD-i, transmit a signal from skull to fingers and dial 800.824.2567 
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y N i k o s Constant and Z a c h M e s t o 


f f you have any tips or tricks that you haven’t seen printed anywhere else, 
put them on a piece of paper or a postcard and send them to us at 
VideoGames, Attn: Tips & Tricks, 9171 Wilshire Bivd., Suite 300, Beverly 
Hills, CA 90210. If you’re the first to tell us about a valuable new tip or trick, 
we’ll print it and send you one of these cool new controllers for your Super 
NES or Genesis, courtesy of STD Entertainment (USA), Inc.! 
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Jurassic Park 


e Select! 



To get to Jurassic Parks level-select and video debug menus, you must have at least one egg placed in the 
incubator located in Wu’s office at the Jurassic Park Visitors’ Center. Once the egg is in place, save the game and 
exit the computer room. Now press the START button on controller two, and hold it down until the “Node 
Jumper” menu appears, allowing you to jump to any part of the game. Use Controller 1 to choose any stage, or 
press START to access a second menu called “JP-CD Video Sequences.” It allows you to view all of Jurassic’s 
video sequences, including the Transition Videos, the Dr. Bakker videos and the Video Mail Messages. Special 
thanks and an STD Genesis controller go out to Brian J. Kearns of Ontario, Canada for submitting this valuable tip. 



Place at least one egg Go to the control room Exit the control room, 
in the incubator. and save the game. then press and hold 
START on 
Controller 2. 


Use the "Node 
Jumper" to check 
out any area of 
Jurassic Park. 


At the "Node Jumper," Watch any of Jurassic 
press START to get Park s full-motion 





Sega of America Inc. 
(415) 591 -PLAY 


ijj.J Are you still having (rouble with your 
||§ fj | favorite game? Well, VideoGames doesn't give 
fBEgi oui. tips over the phone— but here is a list of 
|ps^| people who do: 

j Nintendo of America Inc. 
v ; (206) 885-PLAY 

HB| HOURS: Monday through Saturday- 4 a in. to 
jpgs midnight (Pacilic Standard Time) 

HBj Sunday -6 a.m. to 7 p.m. (Pacific Standard 



es and certain early 
n titles, questions about third-party games 
are not covered by Sega’s counselors; they will, 
however, refer you to the appropriate phone num- 


(900) 737-ATARI 

HOURS: 24 hours a day. sever 


Electronic Arts 
(900) 288-HINT 

HOURS: 24 hours a day, seven days a week 
COST: 950 for the first minute, 750 each addi- 
lional minute 
TIPS: Recorded messages provide tips and pass- 
words for Electronic Arts games: game count 
selors may also be available during normal bush 
rshour 



day, seven days atfeek 

dueh-T dne. menus# repp'rara] messages' 
and strategies:fk!Q;.Sv;|dla(s! 
Genesis and Super IK 


(900) 4545-HELP 

HOURS: 24 hours-a day, seven 'days .a.week for | 

Time) Monday through' PUjtfgy 
game counselor assistance 
950 for the first minute, 750 eachTaddi- 1 
minute 

Tips and . strategies for Data . East’s | 
. fo'r the Super NES are the primary. [ 
but help is available'-for many,.oi)ier I 
Fas' lilies: including Sids Fockeititii High f 
Seas Havoc. 










Step 2: Start the game. When you feel like 
cheating, press START to pause and press 
Up, C, Down, B, Left, A, Right, B — you'll 
hear a second signal. 


Bonus Cheats! Infinite 
Stars and ill o Enemy 
Collisions! 


To activate the "Infinite Stars" and 
"No Enemy Collisions" options, press 
Left, Right, A, B, C, Left, Right, 
Up, Down, Left, Right at the level- 
select screen. 


Now you have unlimited throwing 
stars.... 


...and can run through enemies. 


"Infinite Stars" also lets you fly through 
the levels. Just throw a star and press Up 
simultaneously — you'll fly high into the 


Level Select 

There are three different steps to reaching the level- 
select screen. 


Step 1 : Press C, A, Right, Left, C, A, 
Right, Left at the Start/Options 
screen. You'll hear a signal that tells 
you that you did it right. 




Step 3: While the game is still paused, Hold the A 
and C buttons simultaneously. Ta'-Daa! You have 
found the level-select menu. 


...and the bad guys can't 
touch you! 


Level Select/Skip! 


To get the "No Enemy 
Collision" option to work, 
press Down, A, Y, R, Y, 
B, Up, L, Y, A at the 
modified stage-select 
screen. Turn on the 
"no-collision" cheat.... 


There are three different steps to reaching the Aero's level-select screen. 


Extra Continues! 


* 


j If you're having trouble with Aero 
I the Acrobat, go to the title picture 
j and punch in the code X, Y, B, A, 
I X, A, B, Y, Up, L. A jingle sounds 
if you've done it right. 


► , c tt \ l nstec| d of just having three contin- 

S2s£> | ues at the end of your first game 


n_ 

au "&& 

<*&£*> 


h If you're really bad at Aero, try 

jjv ; A , f A ( rr punching in the code X, Y, B, A, X, 
fl l A, B, Y, Up, R at the title picture. 

E ftr ■‘5* You'll hear Aero scream because 

you are so weak. Luckily, he doesn't 
hold a grudge and gives you nine 
continues! 


Extra Cheats: 
Infinite Stars and 
No Enemy 
Collisions! 


"Tj To enable extra 
I cheats, enter the 

! code L, R, X, B, •« m 

Left, Up, ' I 

i ■[ -- ( 

the level-select screen. This gives you *_ 

a modified level-select menu with 
added options — but they don't work. 

...to give Aero the Acro-Bat a 
To get infinite stars, press A, Y, L, Up, stars advantage! 

Down, R, A, Y, Right, Left at the 

modified stage- I 


Step 1: At the Start/Options 
screen, punch in the code D, 
A, D, Y, D, A, D, Y and listen 
for the machine gun. 


Step 3: To access the level- 
select menu, press SELECT 
while the game is paused to 
skip as described above. Then, 
when the Bonus Point Count- 
down screen appears, press 
the R button and hold it down. 


At any time during the game 
hit START to pause, then 
press Up, X, Down, B, Left, 
Y, Right, A, L, R. A jingle will 
sound. Now you can skip any 
stage by pressing SELECT 
while the game is paused. 
(This code only works if you've 
done Step 1 correctly.) 


The level-select screen will pop 
up shortly. 





Tw@=Player Same-Character Cede 


You'll be able to 
select the same 
warrior at the 
character-select 
screen to fight 
Dragons as twins. 


Invincibility, Weapons, Ammo, Maps! 




Start Wolfenstein 3-D as you would 
normally. When you're in the game, 
hit the START button to access the 
Map Screen. You can now enter 
one of four different codes that 
allow you different Wolfenstein 
cheats. (Note: All codes must be 
entered quickly for them to work!) 


Extra 
Weapons, 
Ammo, and 
Keys: Press 
R, Up, B, A. 
Use this as 
many times as 
you 

want to 
re-supply. 


Level Skip: 
press Up, B, R, 
B; you'll be sent 
to the end of the 
current stage. 


Sound Test, Debug, Slo-Mo, Shades® Some 


To reach the Debug feature that allows 
you to cruise through all parts of the 
level, highlight one of the working Sonic 
3 levels at the stage-select menu, hold 
the A button and press START. While 

you're in the game, use the B but- 

> ton to access the Debug feature. Hit 
A to scroll though all of the Debug 
items and C to place them. 




To access Sonic 3's stage select you have 
to be even faster than the little blue guy. 

You have to punch in the code Up, Up, §’ 

Down. Down. Ud. Ud. Ud. Ud when " 


Down, Down, Up, Up, Up, Up when 
the blurry Sonic cartoon comes up right 
before the title screen. A chime will sound, 
but you really have to listen for it because 
the music at this part of the game is super 
loud. To be sure that you've done it right, 
scroll down the menu at the title screen and 
you will find a new menu item called 
"Sound Test." 


To watch Sonic run in Slow Motion, press START to ° 
pause, then hold Press B to animate the game. The C 
button allows you to jump and the A button resets the 
game. Remember that you must have the Sound Test code 
working to use this tip. Slow Motion even works in the 
Special Stage and the Bonus Round (Found under the "2 
player vs 2" menu item). If you finish a round in under 29 
seconds using Slow Motion you will receive a 50,000 


point bonus! 


Enter "Sound Test" and you'll find a list 
of Sonic's levels. The list even includes the 
names of zones that were taken out of the 
game before it was released. You can't 
play these unfinished stages, but you can 
hear the music from them with the Sound 
Test option. 


One more goofy Sonic 3 Sound Test trick 
is to hold the C button at the stage select 
menu and press START. Sonic becomes a 
darker shade of blue. Weird! 



If you and a friend want to 
play the same character in a 
two-player game, punch in the 

ar :r *: 

;ir* 

old Street Fighter II code 

(Down, R, Up, L, Y, B, X, A) 



at the Capcom logo. 

'mk r ! ;i 


God 

Full Level Map: 

Mode: 

press A, A, Up, B. Hit 

press B, 

Up, B, A 

START to exit the Map 
Screen, then press 

to become 

START again see the 

invincible! 

whole level including 

* 

secret rooms. 





r Go electro! Mr. X’s i 

minions meet their match 
in Dr. Zan’s electrifying 
Robotic Reach! 


Lift-off! Use Skate’s 
shreddin’ airborne 
rollerblade spin-attack 
to Battle the ‘Bots! 


Axel and Blaze are ' 
back and getting their 
kicks with all new 
Martial Arts Moves! 



HIT ’EM 

up 



JJJ.1U-J A 1ULM 

It’s an all-out turf war featuring MORE weapons, MORE moves and MORE outRAGEous 
action than ever before. Mr. X has hatched the ultimate evil plot-hut what he didn’t count 
on was a bone-crunching counterattack from Blaze, Axel and Skate, together with an 
all-new character, Dr. Zan...and a surprise helper! It’s 24-megabits full of jump kicks, 
power-slams and spin punches set to thrashing digital sound and plasma-pumping music! 

O’BRICKS! 

AID TAKE BACK THE STREETS 

WITH SEGA GENESIS” 

Sega, Activator. Genesis and Streets ol Rage 3 are trademarks ol SEGA. ©1994 SEGA. All rights reserved. The Videogame Rating Cooncil. its Rating System, symbols and indli 

CIRCLE #108 ON READER SERVICE CARD. 

:ia are trademarks ot Sega ol America. Inc. ©1994 SEGA. All rights reserved. 









(U.S> Gold for the Super NES) 


jHO DUDg$ Passwords ! 


Level 1 : ROUND ONE Level 21 : CANVAS SAIL 

Level 2: LIBERTY ISLAND Level 22: GOLDEN ERA 
Level 3: STONE WALL Level 23: WIDE SEAT 
Level 4: G MEN Level 24: BAD KARMA 

Level 5: GO WEST Level 25: CRASH BARRIER 

Level 6: LEMON ENTRY Level 26: LIME GLASS 
Level 7: WAGON WHEEL Level 27: SURFS UP 
Level 8: OIL DRUM Level 28: PENAL COLONY 

Level 9: MOON ORBIT Level 29: RELIEF ART 
Level 10: HARD ROCK Level 30: TRIBAL DANCE 
Level 1 1 : TRIP AND FALL Level 31 : SODA FOUNTAIN 
Level 12: ALARM CLOCK Level 32: PARKING SPACE 
Level 13: BIG COUNTRY Level 33: PIZZA DUDE 
Level 14: HOG TIED Level 34: CROW FLIES 

Level 15: CAN CAN Level 35: TILED ROOF 

Level 16: CUTE MOUSE Level 36: SLATE MISSING 
Level 17: SPARKY PLUG Level 37: OPENING TIME 
Level 18: PONY EXPRESS Level 38: INNER PEACE 
Level 19: PADDED CELL Level 39: BAD DOG 
Level 20: LOG PLUME Level 40: SOUR BELLY 


Level 41 : LARGE MUG Level 61 : PINK MARBLE 
Level 42: HALF A BET Level 62: ROLLING PLAINS 

Level 43: SING SING Level 63: ICON DRIVE 

Level 44: BROWN COW Level 64: CARROT TOP 
Level 45: IRON HORSE Level 65: QUILL PEN 
Level 46: WHITE MALE Level 66: TUTTI FRUTTI 

Level 47: BOX OFFICE Level 67: PUBLIC ENEMY 
Level 48: CORNY FUR Level 68: BIG END 

Level 49: ATOM CAT Level 69: TAN PARLOR 

Level 50: FREE WHEELING Level 70: NEVER READY 
Level 51 : BUSH FIRE Level 71 : SHARK FANGS 

Level 52: CAR BRA Level 72: STOOL PIGEON 

Level 53: PORK PIES Level 73: PROM QUEEN 

Level 54: STORMY WEATHER Level 74: RED LETTER 

Level 55: STAGE COACH Level 75: CORN PONE 
Level 56: QUAY BORED Level 76: BILGE PUMP • 
Level 57: SPLASH DOWN Level 77: SIXTY FOUR BIT 
Level 58: BUG POLITICS Level 78: HALF MAST 
Level 59: SHAKE SPEAR Level 79: WALKING BOSS 
Level 60: SCHOOL ZONE Level 80: SPACE TO LET 


SUPER MARIO LAND 3 

(Nintendo for the Game Boy) 


!?i&©”©3>Ei i =‘SJ<s!H — Don'} lose cur- 
rent power-up when you get hit or 
get another power-up (swifchable) 
503-E4F-E6E — Get 50 hearts 
for killing an enemy 
@ 1 — Start a new 

game on course 26 


Turn Off the Timer! 

At the password screen, press <AC> to 
clear the password and enter TIIVIE 
STANDS. Press <OK> and you’ll hear a 
thunderclap to indicate that you entered 
the first password correctly. Press <AC> 
again to clear the password and enter 
STILL FOREVER. Press <OK>; you’ll hear 
a belch to indicate that the cheat has been 
activated. The timer is 
i I now deactivated! 


Enter ilME STANDS 
I and press <OK>. 

Press <AC>, enter 
STILL FOREVER and 
hit <OK>. 


t 4ip->> 7 Now you can stroll 
through the levels at 
jg VSg :jI your leisure. 


copgright 1993 Atari Corporation 


3<£ 3 F-EBAC — Don't lose shields 
when shot (may make enemies invin- 
cible — switch off to defeat them) 
©SHU — Can't die from 

falling 2 or 3 levels 
CBSB-3BOS+1I9SB- 

— Always 

recharge to 1 CO shields 


COLUMNS III 

(Vic Tokai for the Genesis) 

A 1 ZA-AAAO'-t-A H Zft= 
AASSTi-t-A 3 ZA-AAIBN — Five 
i points needed to attack opponent 
CXZA-AAAO+CXZA- 
| AABA+CXZA-AA83N — 20 points 
needed to attack opponent 
IP2SSZ&-i>,0LW!L— Attacks always 
add eight rows to opponent's screen 















Hold Up, A and B, then 
pause the game. 


Press Right, A, Left, Left, 
A, Up, B, them Onpause 
to see all of the 
FMV clips. 


The programmers of The Horde thought they 
would be clever and developed a cheat mode that 
spells out words by using the 3D0 controller. Unfor- 
tunately, there aren’t a lot of words that you can spell 
using only the letters U, D, L, R, A, B, and C, so they 
decided to pretend that the A button was an 0 and 
the B button was a T. If you want to see all of The 
Horde’s video sequences in a row, start the game, 
then hold Up on the directional pad and hold down 
the A and B buttons before pausing the game. While 
paused, spell the words ROLL OUT on the controller 
by pressing Right, A, Left, Left, A, Up, B. Unpause 
the game and you will see all of the game’s full- 
motion video sequences, one after another; press any 
button to skip a scene. 

There may be other codes hidden in the game that 
are accessed by spelling words using the “AB/OT" 
controller configuration. Can you find more cheats? 


Hidden Warp / 

Ever wondered how to get .^'<0. Tj / ■- 
r,;., .*1^ I the “Warp Bonus” on the “Race I 

r,. , Stats” screen? Check this out: HP Jgsi 

I rim .JSJWK i As you’re racing along the pave, 

L-J ' \iwm : girl look for fallen speed limit signs. If there rC " 

- UrK , is a billboard right behind the fallen sign, skate over to 

°° : f °Hmif signs" Sp " d the billboard and jump into it— you’ll warp to a different 

. .. ..T~‘ ■ stage! If you’re really good, use the speed limit sign as 

I a jump ramp and do a spread eagle into the board to 

‘ ! get the warp. You won’t always warp to a higher level, 

though; sometimes you’ll go backwards. When you’re 
■ mm ■ ' ■ " ' r * :it | done with the race, check out the “Race Stats” screen. 
|i ,i 5 ' uTTirr J You’ll receive 1 0 bucks for every warp completed. 

— — — — ; rrrr ^ Special thanks and a pair of STD Genesis controllers 

behind the sign. 9° out to Ron Jennings of Medical Lake, Washington! 


' You'll enter a Sop-secrer 
warp zone... 


..ihai ia’ces you io a 
different level. 


Ar me end or me race, 
you'll get $10 for 
every warp! 


frn 

imm er ? 

VIOL &|CE/WEy(i.) 
fcV£lUjTM)f f 

MiMD or IS 7^? 
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PMPMPII 


This 7th Guest wannabe is without ques- 
tion one of the wimpiest games you’ll ever 
play. . .except for one little puzzle that seems 
to stump just about everyone— we’ve seen 
roughly 23 zillion pleas for help on computer 
networks. So here’s the scoop: 

See the screen shot handily placed to the 
right of this text? See those Xs on the two 
candles in the southeast corner of the room 
(with the moon on the wall being north)? 

Blow out those candles and use your matches to light up the others. The last candle you 
light must be the one between the two unlit candles. If you don’t light this candle last, 
the secret door into the next area won’t open. Tricky, eh? 


If you're stuck on this puzzle, you're not alone. 


• Scene 1 (The Drawbridge Open- 
ing): Fire, Up.* Scene 2 (End of fhe 
Crumbling Corridor): Right'. 

• Scene 3 (Tentacles from the Ceil- 
ing): Fire, Right, Down, Left, 

Up. 

• Scene A (Snake Room): Fire, 

Fire, Right. 

• Scene 5 (Pool of Water): Left, 

Up, Right, Up, Left, Up, Fire, 
Up. 

• Scene 6 (Bubbling Ooze in Kettle): 
Up, Fire, Fire, Right. 

• Scene 7 (The Goons): Fire, 

Right, Up, Fire. 

° Scene 8 (Sliding Stairs): Left, 

Fire, Left, Left. 

• Scene 9 (The Smithy): Fire, Fire, 
Fire, Left, Fire, Fire. 

° Scene 10 (Giant Spinning Batons): 
Up, Fire, Down, Up. 

° Scene 1 1 (Closing Wall): Up. 

° Scene 12 (Room of Fire): Right, 
Down, Up, Left, Left. 

• Scene 1 3 (Metallic Flying Horse): 
Right, Left, Right, Left, Left. 

• Scene 1 A (Checkered Floor 
Knight): Right, Left, Up, Left, 
Right, Left, Right, Fire, Fire. 

*. Scene 1 5 (Haunted Hallway): Up, 


Complete Solution! 

The latest CD-ROM versions of Dragon's Lair are not only very spiffy, but they’re also the- 
closest translations yet of the ever-popular laserdisc coin-op. Thanks to ReadySoft’s lovely and 
gracious June Brown — who was unanimously voted “Miss Winter ’94 CES" by the male mem- 
bers of the 1/toGwfs staff, although Zach is the. only one willing to go on the record as a chau- 
vinist pig— you now have a complete move list to help you out. If you can't seem to finish a 
scene, try adjusting the timing of the moves, because you’re probably doing a particular move 
too early or too late. (This might not be the case, but the timing sure seems tighter in these ver- 
sions than in the coin-op original.) Also, don’t forget that certain scenes may be "flopped” on the 
screen at different points of the game; when one of these mirror-image scenes appears, just - 
reverse the Left and Right commands as they appear below for that particular scene. 

Fire, Up, Fire, Left, Fire. 

f- 2 f't f I * Scene 1 6 (Large Wooden Plat- | 

^ a forms): Up, Up, Fire, Right A . 

» o Scene 17 (The = /*i Mr . ? 

( Left, Fire, Left 

• Scene 1 8 (The Lizard King): 

_ v-. Right, Right, Right, Right, Right, 

h* Up, Fire, Left, Right, Down, Fire. 

_ . ° Scene 1 9 (Drink Me): Right. fjmi Sgj 

« Scene 20 (Checkerboard Corridor): 

V yjrr,, ' Lev;. 

, * Scene 21 (Metallic Ball): Right, ff? 

Up, Right, Right. >*' 4 

mtU f > ° Scene 22 (The Whirlpool/Ye ^ ^ 

,, Rapids): Up, Up, Up, Up, Right, M' ' ‘ 

Left, Right, Left, Right. H* -i*. j 

* Scene 23 (Lava Field of the Mud- 
men): Fire, Up, Up, Up, Up, Up, 

Jj|r Up, Up. ' *’ ; 

° Scene 24 (Phantom Knight): Left, 

Left, Right, Right. 

* * Scene 25 (Rolling Balls): Down, 

Down, Down, Down, Down, 

.{j ■ ,*& 

tUVL* 1 jCjjF Scene 27 (The Dragon's Lair): - . ■ 

Left, Left, Down, Down, Down, 

*££-• Left, Up, Down, Right, Fire, Fire, . 

• Left, Fire. 


Puzzle Solution! 





In every issue of VideoGames, well 
feature our readers’ best fighting- 
game combination attacks in Killer 
Kombos ; the two top combos every 

TEENAGE NUTANT NINJA TURTLES 
A TOURNAMENT FIGHTERS 

S@=S@% DAMAGE * 

SNES _ This Karai Killer Kombo is both 

quick and brutal. It was sent in by 
Francisco Vidales of Woodland, 
California, who wins a pair of 
Acclaim Super NES Dual Turbo wireless 
controllers. To play as Karai, you must first enter the 





month will each win a set of Dual 
Turbo wireless controllers for the 
Super NES or Genesis, courtesy of 
Acclaim! 

ETERNAL CHAMPIONS 

5@% DAMAGE ★ 


Michael Smith of Kansas City, 
Missouri sent us this simple, yet 
r: effective combo for Eternal 
' Champions' Larcen. Leap into your 
opponent and hit them with a thrust, fol- 
low that with a crouching thrust and immediately hit them 
with a Swinging Hammer Fist. Hold back while Larcen 




Enter the codes 
here to get new 
menu options! 


X+Y+Z 


boss code which was featured in our April 1994 issue: 
Press X, Up, Y, Left, B, Down, A, Right, X, Up on 

Controller 2 at the title screen. Choose Karai by press- 
ing Right while Shredder is highlighted. 

To do the combo hold Back and repeatedly press Y 
until you have thrown or beaten your enemy to the 
— — _ — - .. ^ ... ground. Then 

? MS press X and A 


Hold <r and press 
Y repeatedly 


...until you either 
throw or beat 
them to Hie 
ground. 


press X and A 
simultaneously 
to perform an 
...... Atomic Fist Dive. 

them like this.— This combo can 
take off 50 to 
231^3 80% of your 
!!!&!$“! opponent’s 

V energy. 


Finish it off by 
pressing X+A 
simuitaneously. 


punches and do a Sai Throw. 


(charge for 1/2 second)/ 
-*+Y 


Choose 

"OPTION" from 
the Game Setup 
menu. 


Si per Cheats! 

The SNES version of EA’s FIFA International Soccer gives you secret cheat codes on the screen when you win 
a tournament with certain teams. Each of these codes works at the Game Options menu at the start of the game 
(/70fthe Game Setup screen or the option menu that comes up when you pause the game.) When you complete 
each code, the cheats will appear as menu items on the Game Options screen. 


Super Kick: This code increases the size of the power bar 
by 25% for kicks, passes, and shots that blast. Press B, A, 
then B eight times to activate it. (You'll find this if you win 
with Italy, France, Spain, Netherlands, or Belgium.) 

• Invisible Walls: Hit Y three times, X, A three times, B. 
Now the ball bounces back onto the field if kicked over a 
line. (This code appears when you win with England.) 

• Crazy Ball: Press X, A, B, Y, Y, B, A, X to change the 
physics of the ball. Now it acts like those weighted toy balls 
that roll off-balance! (This code appears when you win with 
Germany.) 

• Crazy Curve Ball: A ball kicked into the air can be steered 
wildly with the L and R buttons. Press B, A, R, B, Y, L to 
activate. (Shows up when you win with USA.) 

• Super Goalie: Now your goalie is virtually unstoppable. 
Press A five times, then Y five times to activate. (Appears 


when you win with Australia, Cameroon, Greece, Japan, 
Mexico, Republic of Ireland, Russia, Scotland, Sweden, or 
Switzerland.) 

• Super Offense: Press R five times, L, R to turn up the 
offensive skills for your team. (Appears when you win with 
Argentina, Brazil, or Columbia.) 

• Super Defense: This code turns up the defensive attribut- 
es of your team. Just press L five times, R, L to activate. 
(You would have earned this code by winning a tournament 
with Bolivia or Norway.) 

• Dream Team: The dream team code transforms your 

team into an unbeatable soccer menace by turning up all of 
your players' attributes. Press A twice, B twice, Y twice, X 
twice to activate. (Shows up when you win with Bulgaria, 
Canada, Morocco, Nigeria, Rumania, Saudi Arabia, or South 
Korea.) 


IfpSTT 

* _ |LJL. "-I;, M | 

?*, 3 on the way down 






Maps and Strategics. 


■ Xarx Voor: Tins Rock Moon tract you, and they do their best to lead you off course. Being 
Before you start moving along the centrally located, however, you might be able to find the 

surface of this moon, turn around and collect the two Sanctuary on your own, especially if you keep an eye on the 

ps that you’ll find behind you. Use your radar to track radar looking for a circular cluster of objects, 
vn. Several other Power-Ups are stashed in various locations 

“1 If you look is around the moon. The most heavily pro- 

t closely at the KEY tected ones are ^den behind the Guardian, 

map, you’ll see Crystal. Risk grabbing these only if you 

that there’s an . . have enough shields to both fight your way 

obvious short- Starting Point I to the Power-Ups and defeat the Guardian. 


rystal Ta ^ ee: The F ‘ re Moon 

The key to survival on this deadly moon 
is to arm yourself to the teeth by locating the 
moon’s hidden weapons cache. When you 
first arrive on this molten rock, turn left 
slowly until the moon's Guardian Crystal 
appears on the right side of the screen and a 
ngth large volcano looms in the horizon. Align 

your crosshairs on the volcano's left-most 
■ength valley, just between the shortest hill and the 
tallest, lava- i 

oozing pinna- 

nnon , .. 

cle. Now, move , . 

straight for- 
ward, shooting , 

anything that / . ! . 

getsinyour 

path. At full g s 

speed you ^ 

paired should reach wrap 

the hidden 
ser weapons cache 

j after about 20 
seconds. 

Although the Raven’s Crystal Compass 
guides you directly from the Fire Moon’s 
innon Inferno to the Lava Tube, a quick look at the 
overhead map reveals a short cut. By nab- 
bing the fifth Moon Crystal before you head 
for the Lava Tube's Moon Crystal, you dra- 
matically reduce your overall travel time. Just watch your 
radar for the line of wall morphs that appear on your left 
after you collect the first Moon Crystal. Turn to face it, zip 
around the right end and then head for the first large struc- 
ture you see. Hidden down a short corridor of wall morphs 
is the fifth Moon Crystal (Warning: This is a very dangerous 
area!) Collect this Moon Crystal and then follow your Crys- 
tal Compass back on course to the Lava Tube. 


Zoreq: The Spire Moon 

Keep on a straight course and 
your Crystal Compass will guide 
you through a stockpile of much- 
needed Damage Repair Power-Ups 
twice. Don’t be greedy on __ 
your first visit to this Sanc- 
tuary because it doesn’t 
help to collect more than 
one Damage Repair 
Power-Up at a time — save * 

at least one for your next 
pass through. 

You'll miss the Sanctu- 
ary if you let the aliens dis- 


SH-v(A* Bun 
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CIRCLE #1 1 0 ON READER SERVICE CARD. 





Super 
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Thanks to full roster 
manipulation, you're 
the manager. Pencil 
Molitor in at third 
and put Olerud in the 
DH slat. Have Dibble 
come in to close. It's 
all up to you. skipper. 


Got a good hunter like Nixon or Butler? 
Choose natural grass to slow the ball down 
and give opposing third basemen headaches 


.336 average. 46 homers. 123 RBI. 
Sounds suspiciously like Mr. Bonds. 
Stats. Inc. ratings of every major 
leaguer mean super-realistic action. 


! trademarks al the MtBPA logo ©MIBPA MSA nlleially lieensed by the Major le 




W K 


Biauser anchors the infield. Carter delivers JJH 

the clutch hit And Rickey wreaks hevoc on 

the basepaths. It's like your baseball card ' 

collection has suddenly come to life. 









Pitchers like Orel Hershiser are 
rated for velocity and endurance. 
So if your guy is bringing 98-mph 
heat, he might not last nine. 


Defense is based on last year's fielding percentages and 
other skill ratings. Which means Larkin has great range 
at short. Whiten packs a cannon in right. And some guys 
are better off being used as pinch hitters. 


You rob Tony Gwynn of a triple. Ring up Rafael 
Palmeiro with a wicked curve. Even take Randy 
Johnson deep. (No, you're not pnTTO 

dreaming.) Welcome to MLBPA HTSh 

Baseball. It's from the makers 
of John Madden Football. And it's the most 
playable baseball game ever for Super NES. 


Pick-off plays. Atlanta fans doing the Chop. Even the 
occasional pickle. If it's at the ballpark, it's here. 




1 Sooner or later 1 

1 you're going to 

1 get beaned. While 
1 you're walking it 
1 off. go to instant 
1 replay and have 
B another look at 

■ what hit you. 1 









HASBRO 


Dear Readers, 

This is the lowdown 
on a ton of stuff from 
the StisetFightgrn 
mass-marketing mania 
that’s been blowing up 
all over the world. The 
game has been riding the 
crest of a tsunami and is 
still raising deep potato 
with the release of the 
new Rnnar Stre et. Fighter 
H game and the upcom- 
ing holiday movie. 

With all the hype, we 
(Betty, Eric and Nikos) 
wondered how we could 
cash in on some of the 
action. Having picked 
up a list of Capcom’s 
official £FH licensees, 
we thought we’d call up 
] every company on the 

just stuff that we could decorate the 

UmenGAMES playpen with, we wanted to do some ; public ^service. 
qn taking a cue from rvmgumer Reports we tested tbe loot so 
that you, the SEII consumer can find out what’s up. 
talk about the free product when the most important thing 
know is- “Is it worth the cash?” 

All of the items we reviewed were sent to us after makmg 
numerous phone calls and (in some cases) begging for free 

stuff. A lot of companies didn t send 
us squat so don’t take this as a com- 
plete list. There’s a lot of other stuff 
that will be hitting your local mall in 
the next year. 

Expect more of this kind of con- 
sumer reporting in the future; if we 
get a positive response to this fea- 
ture, our next installment might 
give you the lowdown on Mortal 
Kombat or Rnuic the Hedgehog 
goods. Until then, watch your cash 
and don’t let anyone rip you off! 
Love, 

Eric, Betty and Nikos 


're all toy addicts who go nuts over k 


dolls, that’s where we’ll start. Hasbro 
mu. nao come out with a line of G.l. Joe ac- 
tion figures featuring the Street Fighter II 
characters. We were sent the Vega, Zangief 
and Balrog figures, which have hideously ugly 
elbow and knee joints. Some of the figures 
look just like the regular Joe bodies — in fact, 
the rumor we heard is that the first series of 
cc ll figures (including Ken, Ryu and several 
rulers) really are GJ. Joe bodies with Street 
Fighter heads. These aren’t the best. Fortu- 
nately, the second series of figures (including 
E. Honda and Dhalsim) look much more like 
the fighters in the game; they’re pretty cool, 
"hese figures would be ialapeno-^c* if the | 
whole-series of characters was faithful fo the 
way they appear in the game. 

We also got Guile's lank from Hasbro. » 
which includes a “Champion- Edition 1 ’ Guile *■ 
figure. Again, this 
is just like a regu- 
lar G.l. Joe vehicle, 
but with Street 
Fighter stickers. 

••s It’s thin, hollow 
and plastic; not 
very solid. At least 
the missile fires 
pretty far and can 
take out an eye- 
ball. We couldn’t figure out why the gun 
was made out of neon plastic, while the rest I 
of the car was camouflage green. Though 
it's not perfect, Guile’s Tank would be fun to 
play with in the bathtub or sand box. 






igerj Electronics Inc. sent us the 3-D Electronic Street Fighter II game. This one poses Ryu against Guile— a deadly 
fight to the finish. No secret moves here— this is a fist-to-chin battle. There are crazy sounds for everything, and you 
should see how hard you can hit each other! We went crazy with this to see if 
0$r it could pass the stress test, and it did. This toy brings the Street Fighter game ! 

. . £ right off the monitor and onto your bedroom floor. It’s a two-player game, so j 

C liL* you’d better have a friend to play with. While it could get boring after a. couple ! 

.O ' of weeks, at least the characters are big and make a lot of noise. 

jr Also from Tiger is the SFII handheld game. It doesn’t have the resolution 
jPfc - | |1 4B| of a Game Gear or Game Boy. but this is the only way you can get a Street 

Fighter II fix on the road. Since it’s an LCD game, it’s kind of like those old 
H • Nintendo games that had a clock and alarm built in. Basically, you’re 

JSt? w fighting the computer, which is 
r P re tty hard to beat. For what it 

HKA is, it’s fair, but you might -* { '§*“ * * t 

IKf HKa, a. as well play the real 

thing. / ”** • ^ • wT. 


- 1 Fighter II watches and keychains are from 
Placo Products. Placo gets bonus points be- 
cause it was one of the first to send us items for 
review. Anyway, the watches have the SFII characters on them; flip them up and you’ll see the clock. These would be fun to collect if 
you have the cash. The keychains have the characters in clear plastic boxes — they remind us of those bug-in-an-ice-cube gags they 
in the Disneyland magic shop. The Champion Edition characters come together in a special boxed set, which would be good to use as 
party favors. It’s doubtful whether you’d want more than one keychain in your collection, though, since keychains are kind of boring. 

If you want to design a room with an SFII motif, the Guile wall hanging 
(also by Placo) is pretty funny. This thing looks like a poster from far away, 
but when you get near it, it's actually 3-D! Kind of freaky. 

We all get tired and thirsty after 
a full day of fighting, so make sure 
that you don’t get a tiny cup when 
you call out “Hey, Kool-Aid!” Load 
a quart of red in a Ryu or Ken 
sports bottle and keep on playing. 

Made by Placo, these items seem 
like they should be given away, not 
sold. Wouldn’t it be cool if 7-11 
would do a SFII promotion and 
give away a sports bottle with each 
large Slurpee? 





he Thermos company, which made the original 
_ metal collectors-item lunch boxes, is now making 
the plastic ones, and yes, there is a Street Fighter II 
box. This is a standard item that just about anybody 
who eats lunch knows about, but there’s also a new 
Thermos insulated bag. Made from soft, padded 
nylon, this one gets high marks because it's perfect 
for keeping things cold. Both lunch containers are fab, 
but the art on the plastic box is much better than the 
art on the nylon bag. 


man! Ugghhh... 
stay away from 
this beastie lady! 


- ;’i pin tops are 

something rel- 
atively new to us, but they 
sure as heck are everywhere. 

Produced by the great toy company, 
Bandai (makers of the white-hot Mighty 
Morphin Power Rangers toys), they dou- 
ble as buttons. Basically, they’re tops that 
shoot out of a launcher and battle each 
other in a plastic arena. You play against a 
friend and the first to get knocked out of 
the ring loses. This game can be kind of 
boring, so we suggest spicing it up by 
betting on the winner. The designs are 
neat, with psychedelic depictions of your 
favorite SFII characters done on rainbow- 
colored reflective backgrounds. 



bucks. This will one day be viewed as a ground- 
breaking game that brought a whole new genre 
of video games to the public eye. Instead of get- 
ting all of these licensed products, why not 
check the classified ads in your local paper and 
try to get the original? 


A FINAL VIDEOGAMES 
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Hasbro 

Action figures 

Chun-Li is sooougly! 

© 

© 

9 n 

Hasbro 

Guile car 

Includes Guile figure. Cheap car, 
good missile. 

a 

© 

9 

Tiger 

Electronics 

Electronic 
Battle Game 

No solid kicks to face, 
solid kick to legs. 

( 


> 

% 


Tiger 

Electronics 

Handheld 
Electronic Game 

SFII for Game Boy would 
be better. 

§ 

© 

9 

Ace Novelty 

Plush figures 

Chun-Li’s face is manly. 

i 

$ 

> 

© 

9 

; 

Placo 

Watch 

Doper than a Swatch. 



> 

© 

© 

1 

Placo 

Keychain 

Collectible, but who 
collects keychains? 

a 

© 

9 ! 

! Placo 

3-D Poster 

Lifesize would be better. 

a 

© 

9 i 

— 

Placo 

Sports bottle 

Should be free with 
Slurpee. 

a 

© 

9 ! 

Thermos 

Lunch box 

Art is okay. Functional. 



> 

© 

© 

Thermos 

Vinyl bag 

Art not as good, 

but it keeps things cool. 

% 

> 

© 

9 

: Bandai 

| 

Spin Tops 

Wouldn’t want more than one top. 

§ 

© 

© 

Image 

Window decal 

Some say it should be a sticker. 


a 

© 

9 
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Rippers. Don't let the innocent 
name fool you. Once they flip onto 
you, they'll suck you down pronto. 



Pulsars. The electric eels of the 
cosmos. They electrify corridors. 
If you're on the corridor, you fry. 



Demon Heads. Intergalactic bad- 
asses. When you shoot one, its 
horns live on. Nasty little trick. 



UFO'S. Now you're surrounded. 
LIFO's fly above the web and you've 
got to get above them. Good luck. 



scumballs of the 
universe. If a fuseball touches 
your blaster, you're history. 



Warp Bonus Round. Too weird to 
describe. Just get there and zone 
out for some serious points. 



MxTHEIVtTHEM 
AVI THEM THE 
M THEM THE 
iVl THEM THL. . 
M THEM THEM 


Tempest 2000 is an intergalactic shooting gallery 
in hell. You’ve never had so much coming at you so fast 
in so many colors. Named the “Best of Show” at CES, 
you’ll explore 100 enemy-packed galaxies, experience 
outrageous Melt-O-Vision’” graphics and powerful 3D 
polygons, and be driven to a frenzy by an original 
techno-rave score. There’s even an optional two-player 
mode. Don’t forget, Tempest 2000 can only be played 
on the powerful Jaguar 64-bit system by Atari. With all 
this action, no other system could handle it. Yes, you 
have a chance to survive. Yes, it’s a slim one. 


DO+IHE 

, MATH 


Game tips and hints: 1-900-737-ATARI. 95$ per minute. If you are under 18, be sure to 
get a parent's permission before calling. A touch-tone telephone is required. USA only. 
TEMPEST 2000 © 1981, 1994 Atari Corp. Atari, the Atari logo, and Jaguar are trade- ill A’TA ft I* 
ir registered trademarks of Atari Corporation. Developed by Uamasoft xlxA\lAKI 


d 1 HJi 










Mighty Morphin 
Power Rangers 


Super NES 

PLAYERS: 

1 

AVAILABLE: 

September 


■aaliB 


If you think Bandai’s eight-inch Mighty Morphin Power f 
dolls are hard to find, what’s going to happen when the 
Rangers video games hit the streets? They 
could be the toughest games to find since 
Nintendo’s so-called “chip shortage” limit- 
ed production of the Super Mario Bros. 2 
and Zelda II NES cartridges during the 
1988 holiday season, if you're as hooked 
on the TV show as the VideoGames staff is, 
you’ll want to put in a bid at your local 
► retailer now. While we still haven’t been 
• allowed to take photos of Sega’s Genesis 
MMPR game, the Super NES title contin- 
ues to shape up nicely. Just over 50% 
complete as of this writing, the game 
includes seven levels of punch and kick 
action starring the five teens that kids 

( across the country have come to know and 
love: Jason, Kimberly, Zach, Trini and Billy. 

Each Ranger has his or her own cus- 
tomized weapon, and since you can choose 
a different Ranger at the start of each 
stage, you can pick the one who’s best 
J suited for that particular area. The plat- 
form-style levels include water tunnels, 
bridges, elevators and members of the evil 
Putty Patrol popping out from around every 
corner. You can even throw enemies into 
the background. 

At the mini-bosses, the characters 
morph into their Power Ranger alter-egos to do battle until the stage is 
complete. If you can finish the fifth level, then it's Megazord time. Here 
you’ll fight a bunch of bosses for the last two levels in a one-on-one 
fighting game scenario. The graphics are faithful to the appearances of 
the characters on the show, and the theme song ("Go, Go, Power 
Rangers!”) is intact; in fact, Bandai has talked about the possibility of 
including the actual singers’ voices, in much the same way as Clay 
Fighter’s theme song surprised gamers with cartridge-based singing. 
Look for the game in September, roughly a month after the release of 
the Super Game Boy version (see page 52.) 












BANDAI’S 1994 LINE-UP 

If you’re still looking for last year’s Power Rangers action figures, you might give up when you see the cool new 
toys Bandai has planned for this year’s holiday season. In addition to the new Karate Action Power Rangers— which 
arje just like the original 8” dolls but feature lever-activated Karate chopping or kicking action— there’s a set of 
5 /2”Auto Morphin Power Ranger dolls with flip-up helmets that replace their teen idol heads when 

you press their belt buckles. (This set also includes / - •• . 

1 Tommy, the Green Ranger.) /S§j 

. — - — The Rangers have powerful new Thunderzords, which /- j ? i'' 

will be given to them this fall by Zordon to help defend sik 

the world from the new menace of Lord Zedd. Four of j \ Ip 

X iJn these will be marketed together as the Thunderzord 

‘ Assault Team, which — when combined with the Red 

0lm.‘ Ranger’s Red Dragon Thunderzord, Wor the . 

,*^5 jflfc .. -i Thunderzord and the White Ranger’s Tigerzord — 

Vl|i form the humongous and heavy Thunder 

j:'-\ aE " Ultrazord. 

’ ' T" What’s that about a White Ranger? All we know is that his weapon of choice is Saba, a 

talking saber, and that he’ll appear for the first time on the MMPR TV show this fall. 

Stay tuned! 


[PHC 


VTFFKi 




This Game Boy cartridge will be the first Mighty Morphin Power Rangers video 
j game to hit the streets, so its success is almost guaranteed. Luckily, there’s an inter- 
! esting game behind the hype of the license. Like the SNES version, you can choose 
from any of the five rangers and destroy ail. Play through five levels of action; at the 
end of each stage you’ll morph into the Megazord to combat the bosses. To give you 
I a view into the future, the boss of the last level is the diabolical Rita Repulsa herself! 

The game also includes bonus levels where you must fend off barrels and other 
I projectiles; if you can block 60% of what’s thrown your way, you’ll get a bonus on 
I your life bar so you can last longer in the game. This is a great help, but the pass- 
I word-backed memory is even better. 

Best of all, Mighty Morphin Power Rangers is one of the first Game Boy cartridges 
' to be programmed with color information that will be used by Nintendo’s new Super 
j Game Boy peripheral. You won’t see it in color on your Game Boy portable, but when 
j you plug the same cart into your SNES with Super Game Boy attached, you’ll be able 
to tell the Rangers apart at a glance because they’re in full color! Check out our exclu- 
1 sive Super Game Boy color photos; the border that appears around the screen is part 
I of the Super Game Boy-specific programming in the cartridge. Look for it in August! 
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THE DEATH 
AND RETURN OF 
SUPERMAN" 

THE VIDEO GAME 
FROM SUNSOFT® 

COMING IN AUGUST 

© 1994 Sun Corporation of America. All Rights Reserved. TM & © 1994 DC Comics. 

CIRCLE #1 1 3 ON READER SERVICE CARD. 




SYSTEMS 

Super NES 

PLAYERS: 

1 or 2 

SKI: 

24 Meg 

AVAILABLE* 

August 

PUBLISHER: 

Tradewest, Inc; 
@IVEL@PiP.s 

Leland 
Interactive 
Media (Super 
Off-Road) 





MP or you uninspired and 
■ cranky fighting fans, 
here’s one to bring you 
out of the arcades and 
back to your homes. Like 
the “practice” mode in the 
original NES version, 
Double Dragon is now a 
one-on-one fighting game! 
No longer are you 
scrolling to the right and kicking tail. The latest edition is Double Dragon 
V: The Shadow Falls from Tradewest, which is also developing the game 
for the Genesis (due in August) and the Atari Jaguar (4th quarter.) 

As you know, Double Dragon has been thriving as a hot Saturday 
morning cartoon with a line of action figures on toy store shelves. The 
game’s characters are highly stylized, taking after the cartoon/toy charac- 
ters more so than the Billy and Jimmy Lee of the upcoming live-action 
feature film. 

The SNES version of Double Dragon V features secret 
moves that are way out there, like turning into a rocket and 
beaning your enemy. Also, the game is fast. Like many other 
fighting games, there are tournament, “vs." and battle 
modes, and it has a “team competition” mode where you can 
set up a five-person team to fight a similar computer team. 

Unlike other beat-’em-ups, the game allows you to customize 
the abilities of your character by allocating “power points” to 
each of your strength, defense and special moves attributes. 

Check out the dossier files to see the statistics on each 
character; some of them are pretty funny. For example, the 
one-eyed cyborg dude hates DMV eye tests. Another unique 
character is Bones, a fighting skeleton who can take his head 
off and put it back on. 

One of the coolest things about Double Dragon V is the 
darn manual! It’s a comic book that shows you how to play 
the game by illustrating each feature in a conversation be- 
tween the Double Dragon brothers. We doubt it’ll be worth as 
much as anything in your X-Men collection, but it’s a breath 
of fresh air for game instruction booklets. Look for it! 
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Dominique S. Master 


Icepick 


Jimmy Lee 






¥ 

ii 

*• 

l 

m 








16 Meg 

AVAILABLE: 

June 

PUBLISHER: 

Accolade 




W ave you ever had some jerk cut you off while driving? Didn’t 
you wish you could just blow ’em right off the road with a 
sawed-off shotgun? With Accolade’s new Combat Cars, your dreams 
can come true. A top-view racing game for one or two players, it has 
mine traps, heat-seeking missiles, turbo 
boosts and glue and oil drops to keep 
things interesting on the road. Race on 
24 tracks in six locales; while you're out 
doing battle, you can power-up your car 
by spending prize money on turbo 
boosters, better tires and better engines. 

Zoom through city streets, an icy road 
and more. The two-player mode has a 
split-screen display; go one-on-one and 
pretend you’re Speed Racer going up 
against the Car Acrobatic Team. 





■•very sport has a leg- 
S* end like Magic, Man- 
tle, Ali and Gretzky; in 
soccer, that legend is 
Pele. The goal-god from 
Brazil is known as the 
greatest ever, and now 
he’s endorsing his sec- 
ond Genesis game from 
Accolade. In it, teams 
from 24 different coun- 
tries battle it out in nine 
cities right here in Amer- 
ica. The game's options include the ability to change a player’s speed 
level, shot accuracy, ball control, stamina and aggressiveness. Do 
some incredible tricks and master the Kick Meter to control the ball’s 
altitude so you can score goals on the 11 -degree perspective. Want to 
get into the mind of a legend? Check out the attack strategies for Pele's 
analysis of each team. Yet another contender for the soccer game 
throne; let’s see what our Sports Desk editor Jeff Tschiltsch says when 
the game is released this summer. 


1 






r t’s been a long time since we heard such an incredible buzz about a 
game so far in advance of its release. Not just in the game magazine 
cles, either; competing software companies have been calling us to ask if 
we’ve seen Earthworm Jim. New game publisher Playmates hasn’t yet re- 
leased a single game; why all the excitement? 

There’s a simple two-word answer: Shiny Entertainment. Formed by former 
Virgin Games programming whiz David Perry, this development staff is best 
known for its work on super-hot games like Global Gladiators, Cool Spot and 
the mega-hit Disney’s Aladdin. Earthworm Jim is Shiny’s first game since Perry 
left Virgin, and — while we hate to jump the gun on our Previews section— this 
game is the business. 

The story and characters are as nuts as the indie cartoons you see on 
MTV’s Liquid Television: Out in space, the evil alien Psycrow is ticked off that 
the Mucus people have stolen an indestructible space suit. A battle ensues and the 
radioactive suit falls to Earth on top of an earthworm. With the surrounding radioac- 
tive isotopes and negative ions, the worm gets a face and turns into a super hero. 
When Psycrow comes to Earth, Earthworm Jim is ready to face him. 

The game is a platform adventure, but it’s not just your basic “go right” game. 
Perry’s trademark action games include huge levels that scroll in all different direc- 
tions, and Earthworm Jim loosely fits that description. If Jim’s guns aren't appropri- 
ate for certain enemies, he can also use his own head as a whip. 

Aside from the wild background story and outrageous graphics, Earthworm Jim 
also includes dozens of crazy enemies and “boss" characters like Doc Duodenum, 
Evil the Cat, Peter Puppy and the indescribable Professor Monkey for a Head. Tune 
in next month and we’ll give you a bigger taste of this sure-fire video game hit! 






I won't let a sweaty old 
man like you beat me! 


N ow that the Capcom vs. Data East 
lawsuit has been thrown out of court, 
the defendant is free to go ahead with the 
release of this arcade conversion for the 
Super NES. 

Like most fighting games, Fighter's His- 
tory allows you to choose a difficulty level 
and location before you play. The easiest 
setting is a breeze; you can fight and actu- 
ally do alright, but then you wake up and ad- 
just the handicap level to make the game 
real. There are nine characters to choose 
from and some extra bad guys you’ll fight 
later. Imagine fighting through a bunch of 
levels and getting to a clown! It happens if 
you're good enough. 

Of course there are secret moves, and 
the characters look pretty cool. One of our 
new favorite fighters is Samcha, a Muy-Thai 
kickboxing champion. This guy is 6’4” and 
130 pounds — a true toothpick! You won’t 
catch him going into a pre-fight trance, but 
you will see him face off against the top ac- 
tress from Beijing, Fei-Lin. She can release 
some To-Ro fireballs to stun her opponents. 

No fancy licensed characters, no comic 
book or movie tie-ins, no TV show based on 
the characters. ..just a solid one-on-one 
fighting game. Look for the sequel, Fighter's 
History Dynamite, in the arcades later in the 
year. 


■0 






SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, I.TD. Game (C) 1992 Game Arts. “LUNAR” is a trademark of GAME ARTS. Licensed from GAME 
ARTS by WORKING DESIGNS, 18135 Clear Creek Road. Redding. CA 9600 1 . This game produced in 3B. eh? For a dealer near you. call (91 6) 243-341 7 ext. 1 90. 
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The Great Cir- 
cus Mystery 
Starring 
Mickey & 
Minnie Mouse 
SYSTEM; 

Super NES 
PILAYIRS; 

1 or 2 


12 Meg 

AVAILABLE: 

September 

PUNISHER: 

Capcom 

©EVELQPER: 

Capcom 


Demon's Crest 

SYSTEM; 

Super NES 

PLAYERS; 

1 


you liked Capcom’s previous Mickey Mouse adventure for the Super NES, 
you’ll be looking forward to this new adventure. Now you can play as Mickey 
or Minnie Mouse, and there’s even a two-player simultaneous mode where you 
and a friend can cooperate to thrash stages like the first one, the Haunted Circus. 
Like the previous game, there are also icons that you can grab to allow either 
character to slip behind a magic curtain and change into different characters like 
firemen... err, fire fighters or cowboys... I mean, cowpersons. Cute music can be 
heard from start to finish, and you’ll also spot several cameo appearances by 
other Disney characters. 


jjg-et ready 

ror. Like its predecessors in the 8-bit 
Gargoyle's Quest series, Demon’s Crest 
lets you play the part of a hideous winged 
Demon! The game’s haunting intro leads 
you right into creepy organ music and a 
battle with a half-dead dragon; this thing 
has rotting meat and bones sticking out of 
its body. If you can belch enough flame 
into his face, you’ll continue on to face 
weird monsters like smelly-looking candle- 
stick ghouls and dirty spiders. A 12 
megabit cartridge with battery-backed 
memory for saving games, Demon’s Crest 
is best described as a cross between Cap- 
com’s own Gargoyle’s Quest and Ghouls & 
Ghosts games — appropriately enough, it’s 
due to be released near Halloween. 










T he game you’ve been waiting for is almost here for your Gene- 
sis. There have been numerous fighting games — and a lot of 
Street Fighters — but this is the most up-to-date and crazy one. 
Look at those specs: It’s a 40-megabit cartridge! That’s good news 
for those who weren’t thrilled with the scratchy audio of the SFII 
Special Champion Edition Genesis game, as a lot of the extra mem- 
ory is sure to provide better audio. All the new characters are 
here — T. Hawk, Cammy, Dee Jay and the Bruce Lee lookalike, Fei 
Long — and so are the new ^ . .. - . - - 

moves from the Super coin-op. | • 

The Genesis version includes T*.. 

a “Point Match” option which — dL 

unlike the “Match Play” mode in ^ . v - *" ^ 

the Super NES version — awards 
the winner points based on the 
remaining time. There's also a 
new “Score Challenge" mode in 
which players compete to score 
the highest number of points in 
30 seconds. 












Developer: 

Capcom 


*s> 


* ' 


few years ago, a competing game 
magazine printed a review of a 
game which was the third in a popular 
series of I\1ES titles. While it could not be 
argued that the game was of lesser qual- 
ity than the previous two titles in the se- 
ries, the reviewer rated the game an over- 
all 3 out of 10, qualifying this number 
with some lame excuse about how it of- 
fered “nothing new” and hence, deserved 
to be punished with an exagerrated nega- 
tive rating. I remember thinking at the 
time that I’d never do such a thing; while 
the readers need to know if a sequel of- 
fers “nothing new,” it’s only fair to treat 
each game as a separate entity and see 
how it compares to other games for that 
system, or of that particular genre. 
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1-2 Players 
32 Meg 








oa KY SPEED HILL ALHAYS 
OTEBCQKE YOB! 


Most of the music has been 
reprogrammed to sound 
more like the Q*Sound- 
laden SSFII coin-op (love 
that intro tune!) and the re- 
sults are great; clean and at 
times surprisingly less ob- 
trusive. Still don't like the 
new Guile voice, though. 


THE LOWDOWN 

As near-perfect as Super Street 
Fighter It is, it’s very hard to 
give it an unqualified recom- 
mendation. Those who own 
Street Fighter II Turbo may not 
find enough differences to make 
it worthwhile, and those who 
don’t own SFIIT will probably 
wait to see if Capcom will fur- 
ther Insult hardcore fans by re- 
leasing a SNES version of the 
newer Super Street Fighter II 
Turbo coin-op. Come on, Cap- 
com, we’ve been good little 
boys and girls. ..can we please 
have S/7//, already? 


Hot graphics— at 32 meg, 
they'd better be! Highlights 
include the stunning intro, 
lour new locations and 
Cammy’s rear end. (Please, 
no hate mail; her harmless 
post-battle cheesecake pose 
has to be viewed in the spirit 
with which it was intended.) 


MUSIC 


Now: See that review dial on the opposite 
page? That big number 9 says a lot of things. 
First, it says that Capcom ’s new Super Street 
Fighter II cartridge for the Super NES is a damn 
good fighting game, maybe even the best avail- 
able for this particular machine. It doesn’t say, 
however, that this new game is better than last 
year’s Street Fighter II Turbo , which also earned 
an overall 9 rating from me in these pages. If you 
read between the lines, one of the things those 
9s say is that there isn’t really much of a differ- 
ence between the two cartridges. 

Sure, there are a lot of new features. In fact, 
the 9 is also there to tell you that Capcom’s staff 
has done a fine. job of crunching the Super coin- 
op into a 32-megabit- cartridge, and we all know 
the differences at the arcade level: Four new 
characters (Dee Jay, Cam my, T. Flawk and Fei 
Long,) new music and native backgrounds for 
each of these four, at least one new attack for 
each of the existing characters, and— -for me, 
most significantly — a scoring system that recog- 
nizes and rewards combos and reversals as well 
as the first attack in each round. 

“““■""“I Unfortunately, 
Street Fighter II 
SSp Turbo casts a long 

V ' r, ,a shadow over this 

y.-^jp cartridge. A lot of 

k the stbqkgest Ho hah people including 

the hobxbi our own Editor in 

— ■ — — Chief, Chris Gore — 
n i felt that releasing 

two Street Fighter II 
cartridges for the 
v H Super NES was 

A “pushing it;” now it 

- * ™ seems that the only 


way to describe this •' •’ . 

third $60+ cartridge I 

is “milking ft." ' 

While I’m fasci- V- : - 

nated by the combo ' * 

bonuses (a truly ■ ■ ■■■■■■■ — ■■■— ■1 

original idea), it’s a | . ™ 

lot harder to get ex- ' 

cited about the four & ~ 

new characters be- 
cause we’ve already 
seen, played and 

mastered them at I— •»— — - — 

the arcade. The tim- 

ing of this game’s r — 

release really sucks, 

too; the fact that ' i. 

there’s already an- > = : 

other sequel in the . 

arcades means that — 

players are bound 
to feel like they’re 
missing something . i~'“ v 
when they bring 

this cart home. v *V ;?,v : . ■ I 

I guess the only ; * ** I 

way to describe the 
game is the safe 

Fighter fan who ab- 
solutely has to have ^§§3 

the latest update, 
you won’t be disap- 
pointed. It really is a 
good-looking, chal- - •" 
lenging, long-last- \ irk - 
ing game. On the ".Yf 

other hand, if — like •• . ' /{ - 

most of us— you’re ... 

in the position of ■iiifiiir- - i 

having to struggle to scrape together enough cash 
to buy a new title every few months, your interest in 
this game will be significantly affected by whether 
you already own a Street Fighter II game or not. Will 
there be a SNES version of Super Street Fighter II 
Turbo ? Here’s a suggestion for Capcom: Make it a 
rental-only cartridge, like EA’s John Madden Foot- 
ball Championship Edition. That way, the true fans 
will be able to play the game at home, but you won’t 
have to face the backlash of angry SNES owners 
who already feel as though you’re trying to monop- 
olize the fighting-game market. 

— Chris Bieniek 





MEDIUM DIFFICULT 
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The characters are big on 
the screen, which is impor- 
tant in a lighting game. 
The ring entrances of all 
the wrestlers are just like 
the ones on TV. 


as the arcade, but they 
aren't distracting or Irritat- 
ing, either. A lew extra 
grunts and groans from the 
wrestlers would have 
livened things up even 
more. 


Saturday Night Slam Masters is as 
close as you’ll get to playing a Mexican 
Wrestling game. El Stingray is just like 
El Santo. 


Not a lot of buttons, but 
enough to get the job 
done. The character con- 
trol is smooth and once 
you get the hang of doing 
the secret moves, you’ll be 
doing some bodacious 
body slams. 


THE LOWDOWN 

Though there's not a lot of but- 
tons, the 4-player compatibility 
and 3-D game play make Satur- 
day Night Slam Masters a game 
to buy. The characters are en- 
tertaining and the secret moves 
are both brutal and funny. A 
great home version of a great 
arcade game. 


r.owv. 
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Weak presentation in the 
title screen and menus, but 
good visuals once you get 
into the ring. The anima- 
tion is a bit jerky, and the 
wrestlers are a bit small, 
but there are plenty of 
moves to be seen. 


There's a wide variety of 
tunes, but they're all so 
bland and boring you might 
as well be listening to ele- 
vator music. The sound ef- 
, tects are limited to groans, 
j grunts and the occasional 
teeble crowd roar. 


The controls are VERY frus- 
trating until you learn the 
timing of activating moves. 
Once you get the timing 
down, you can get into 
learning the various moves. 
The four-player mode is a 
nice inclusion, but it's not 
as much fun as you'd think. 




I ^atsume has put out- 
■Isomejjjfretty hot 8-bit 
aarfli s in the past, but the 
company’s tfMyt historfhias 
run hot and cbld.^ fact,*tf ' 
you mis s .g . d t h e ,c.h.arm i n g - 
b ut- u n d e p re ci a t e a Wocky 

& Rocky , the only 16-bit Nat- 
sume game you might recall 
is Spanky’s Quest— and not 
because of the gameplay 
(which sucked;), but because 
Of the kinky-sounding title. 
Now we have N aTsuoie 
Championship Wrestling, a game that sadly 
continues the Natsume tradition of 16-bit 
mediocrity. 

NCW features a dozen 
wrestlers (with limited-to-eight- 
characters-for-no-particular-rea- 
son names such as K. Bruto and 
M. Roach) and five modes of- 
play: Championship Tournament 
(one player takes on 11 CPU- 
controlled wfestlers, one match 
after another), Championship 
Tag Match (one or two players in 
tag-teafn matches against CPU- 
cont&oiled opponents), Round 
Robin (one to six players take on 
each other or CPU-controlled 
wrestlers, depending on how many players are 
■participating). Round Robin Tag (one to six play- 
ers in tag-team matches), and Exhibition (one to 
four players in a single match). The multi-player 
modes support the Super Multitap for four- 
player simultaneous 
action. 


,a|£ common movlyhat all the wrestl M fan do, 
h.ut one or, .two are ifiique fetich asJ/io er’s Div- 
ing Elbow br Big Arn's Avalanche Raid) . There 
are movasffor almM' every tactical situation: 
When you’re dashing at your opponent, when 
...you’re grappling with the opponent, when your 
oppone’fiH^on the mat, etc. Expect to spend 
some quality time with NCWs instruction man™ 
ual figuring out how to execute all these nifty 
spine-snapping maneuvers. 

There’s only one thing missing from NCW: 
the ability to hold a player’s interest forf/ery 
' long. Whifping the computer ain’t no big thing 
after a few' hours, and the multi-player mode just ■ 
isn’t that much fun to play. And don’t forget that 
there’s a much more enjoyable SNES yyrestling 
game on the market: WwF' Royal Rumble. Even 
though it’s nearly a year old, Royal 
Rumble beats NCW\n every de- 
partment from graphics to play 
control. If you already have Royal 
Rumble, however, NCW\s a decent 
second choice. 

— 7ar.h Mestnn 


There are 50 moves 


In .NCW,. and each, of 
the wrestlers has about 
half of them at his dis- 
posal. Most of these 


Natsume climbs Into the SNES wrestling ring 
wttfi Its 16-meg monster, Natsume 
Championship Wrestling. 


THE LOWPOWN 

Natsume Championship 
Wrestling has just as many 
wrestlers as WWF Royal Rum- 
ble, but Royal Rumble has bet- 
ter graphics, better sound, and 
better play control. If you have 
a Super Multitap and a few 
friends who happen to be beer- 
swiling wrestling fanatics, Nat- 
sume Championship Wrestng is 
a decent choice— but most 
wrestling fanatics would rather 
play WWF Royal Rumble be- 
cause they recognize the 
wrestlers and their signature 
moves. 













MEDIUM DIFFICULT 


The characters are really 
cute and fun— the bad tit- 
tle mnnsters look like 
white chocolate drops 
and the zombies look like 
old men— but most of the 
backgrounds are stale 
and boring. 


Just your standard kids' 
noise, nothing innovative 
in the areas of music or 
sound effects. I just wish 
I could have turned off 
that ringing sound when 
the characters talk to 
each other! 


Again, the action stuff is 
cool, but the interaction 
between characters slows 
the game's pace to a crawl 
every time you stop to 
gather the (mostly useless) 
information. 


THE LOWDOWN 

Though some players may ap- 
preciate the look and atmo- 
sphere of the game, it really 
isn’t much fun. Fortunately, The 
Twisted Tales of Spike McFang 
may have an educational angle. 
If you're a parent whose kids 
are hooked on Sonic, this one 
will get them to read and adjust 
to a slower pace. *Yawn*...l 
don't know about you, but I 
need speed! 












Dark. Most of this game is 
played in either a forest, 
cave, or fortress, so don't 
expect any cheery colors 
coming from anything. A 
good representation of 
Tolkien's Middle Earth. 


Interplay’s The Lord of 
the Rings Volume 1 
picks up where J.R.R. 
Tolkien’s The Hobbit 
left off, with Bilbo 
leaving the Shire on his 
1 1 1th birthday. 


You play Frodo. 
nephew of Bilbo Bag- 
gins, star of The 
Hobbit the first book in 
the Lord of the Rings 
series. It is your job to 
transport a magical 


R t’s a daunting task trying to 
1 make a game out of J.R.R. 


8 IVleg 


Developer: 


Interplay 


I ORE nun TO 
I BRIM TfiEfl DLL 
I ftKD rtf DRBKHESS 
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Interplay Productions • 17922 Fitch Avenue, Irvine, CA 92714 • (714) 553-6678 


Tolkien’s Lord of the Rings series. Made up of 
five immense books, The Lord of the Rings 
birthed the whole Dungeons & Dragons craze in 
the ’80s as well as influencing the lyrics to Led 
Zeppelin’s tune “Ramble On.” A Lord of the Rings 
paper-&-dice role-playing game came out a while 
ago, but it was kind of forgettable, so I was defi- 
nitely intrigued when Interplay’s The Lord of the 
Rings Volume 1 SNES RPG was plopped onto my 
desk for review. Could Interplay pull off a video 
game like Zeppelin pulled off the Led Zeppelin II 
album? The answer: Well, kinda. 

The Lord of the Rings Volume 1 is a great 
adaptation of the books. Though not instilled 
with the wittiness or the subtle political and reli- 
gious commentary of Tolkien’s works, you gotta 
figure that Tolkien took a long time to write the 
books— Interplay probably had a year. It’s pretty 
much like any other actipn/RPG you might play, 
except this one is based, .pn an existing story. If 


ring to the Council of Elrond in Rivendell before 
it is captured by Sauron, master of evil. Whoever 
controls the ring has ultimate power over Middle 
Earth, so the Council of Elrond has to decide 
who’s going to get the ring. Of course 
Sauron— being the evil dude that he is— doesn’t 
want to play fair, so he sends out his warrior 
Ringwraiths after you to steal the ring. 

You can take on up to five characters in your 
party to fight your way to Rivendell. Each char- 
acter has his or her own powers to help in differ- 
ent situations. Though you might think of this as 
a party game because five people can play, think 
again; this is an RPG. You don’t blow up a lot of 
stuff, and most of what you do is talk to elves 
and dwarves. (Not a lot to get your adrenaline 
pumping.) This is a game for thinkers. 

If you liked the Lord of the Rings books, 
you’ll like this game; if not, you still might like it. 
Rent it first and see if you want to invest your 
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THELOWDOWN 

il you're into Tolkien's books, 
then this is the game lor you, 
but you might find it kind of 
easy because you already know 
who you have to meet and what 
you're supposed to do. The end- 
ing is no surprise. Novices to 
the land of Middle Earth would 
probably do well to read The 
Hobbit just to familiarize them- 
selves with what's going on. I'd 
buy it because I dig the books. 




you’ve read the Lord of the Rings, there’s not time and money. 










ipcom U.S.A. Inc. • 475 Oakmead Parkway, Sunnyvale, CA 94086 • (408) 774-0500 


1 Player 


Developer: 
ASCII Corporation 


MEDIUM DIFFICULT. 
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1 Player 
12 Meg 
Developer: 
Capcom 


MEDIUM DIFFICULT 




Extremely generic medieval 
music and a noticeable lack 
ot sound elfects make the 
audio almost as bad as the 
visuals. Almost. 


nstead of translating and re- 
leasing its own brilliant 
Japanese RPG Breath of Fire, 

Capcom USA decided to purchase 
the rights to Wizardry V and re- 
lease it instead. Which begs the 
question: What the hell are Cap- 
com employees smoking?! Why 
in the world did they sell Breath 
of Fire to Square Soft (which will 
no doubt have a #1 seller on its 

if:i( i c i hands) and instead put out a 
god-awful conversion of a five- 
IsirL u year-old computer RPG? 

There ain’t a single thing to 
s ac Hits like about Wizardry V, unless 
: | ;j ;j you enjoy: A cliched storyline, 

sleep-inducing music, almost 


isyjeirase 'Ae warmth, Me splendor, the sheer jo y of a ora ppy 
ga me with Sapoom’s iirst-persora uiew KiPG, Wizardry V. 


no sound effects, screen after screen of text- 
filled menus and graphics so bad that you have 
the option of DOWNGRADING them by switch- 
ing from horribly drawn walls to vector-graphic 
outlines. Are you getting the impression that I 
don’t like this game very much? 

— Zach Meston 


The lirst-person-view window 
is uncomfortably tiny, but 
everything is represented 
with plenty of color and occa- 
sional bits of animation. 


I don’t remember if this 
music is converted from the 
PC or composed specifically 
for the SNES, but it’s 
decent. Good sound F/X. 


V / No sooner do I finish 
j • \ - slamming Capcom's con- 
'! version of a five-year-old com- 
[:i( puter RPG ( Wizardry V) than I 
< reach into the FedEx Pak and 
tj yank out. ..ANOTHER Capcom 
: conversion of a five-year-old 
L (well, four, actually) computer 
i RPG: Eye of the Beholder. Luck- 
^ ily for you AND me. EOTB is a 
\ much better game with much, MUCH better 
. graphics and a design that borrows mightily 
\ from the classic Dungeon Master. 

V EOTB uses Advanced Dungeons & Dragons 
! rules (to control magic, combat, etc.) and a first- 

person viewpoint to show your party of four 


EOTB was meant for mouse 
play; those without the SNES 
Mouse will have a rough 
time. (Kudos to Capcom for 
supporting the Mouse at all.) 


Foul-smelling creatures, tricky puzzles and yes, even a bit of 
beauty are to be found in Capcom’s Eye of the Beholder. 


and a goodly supply of puzzles to solve. 

EOTBs major flaw is the confusing and frus- 
trating interface, which I still wasn’t comfy with 
after a few hours in Waterdeep’s endless corri- 
dors. If you have a Super NES Mouse (which 
EOTB supports), bump up the Overall rating to 


THE LOWPOWN 


game, and it’s a very good 
console RPG despite its age. 
Fans of Dungeon Master or 
(gag) Wizardry V will find 
much to like, but it’s not excit- 
ing enough to grab Ians of 
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wandering through the sewer/dungeon of Water- an 8. (It really does make a massive difference.) | ///or other actioivRPGs. 

deep. There are about a dozen levels to explore —Zach Meston mb^ 















Your wits better be as 

STIARP AS YOUR DAGGER 



J .R.R. Tolkien's epic saga. The Lord of The Rings™ Sauron and his sinister servants. 

comes to life on your Super Nintendo Entertainment Tf you are one of the millions who have read the 
System. As Bilbo Baggias, you'll join The Fellowship J. classic trilogy, or if you're new to The Shire, you'll 
in their quest to find the one ring that has the power be captivated by this ultimate fantasy adventure 

to destroy Middle-earth. You'll match your wits, your role-playing game. There is nothing like it on earth, 
strength and your cunning against the evil Lord 

• The largest use of rotoscoping in any SNES game ever • First action adventure RPG with multi-player real-time combat. 

produced- thousands of frames of rotoscoped animation. • Friends can join the play or leave the game anytime, 

• Each character has his own unique personality and without interrupting or restarting. 



CIRCLE #115 ON READER SERVICE CARD. 





There's an awesome new 
kangaroo enemy (which 
you get to control later in 
the game), and an excep- 
tionally cool disco level 
with lasers and flashing 
lights, but most enemies 
are carryovers Irom Rage s 
1 and 2 (sigh). 




S treets of Rage was a great beat-’em-up, but 
what really made it stand out was the awe- 
some techno music by Yuzo Koshiro — whom I’d 
'•never heard about before therf '"but has since 
joined Tommy Tallarico ( Cool Spot, Global Glad- 
iators) and Tim Follin (Equinox) on my e|- 
tremejy short list of ass-kicking video game mu- 
sicians. Streets of Rage 2 supplied more Of 
Koshiro’s compositions while beefing up the 
gameplay, although the 
game, itself was a bit too 
easy; now“we v hav¥ "Streets 
of Rage 3, which improves 
the gameplay even fur- 
ther-^but also proves that 
eyen someone as talented 
as Koshiro can crank out a 
clinkej of a soundtrack. # 

Rage 3 has the two char- 
acters found in every Rage so far— blond, buff 
Axel-Stone and lean, lithe-Blaza Fielding — along 
with the nimble 'Skate (from Rage 2) and Zan, ; a 
cyborg with long limbs and strength to spare. 
There are plenty of new moves for the old guys, 
and more animation than ever (no doubt the re- 
sult of havino20 megs to play with). 

There are some very nice surprises 
throughout Rage Js eight levels. My per- 
sonal faves: The discotheque ‘level (with 
the only good m us 
bulldozer. level (whe 
walls jmd 


mm 

r.ct 


Axel and Blaze take to the streets and 
beat the stuffing out of hundreds of 
thugs in Streets of Rage 3. 

crush you), th’e trick ending (which will 
definitely fool you) and the kangaroo 
enemy (with the ingenious name of Roo). 1 
So what didn’t I like? As made obvious by | 
my intro paragraph, the music. Instead of 
techno tunes, Yuzo has delivered meandering, 
bassy, “mood-setting” music that simply does 
not work. I know that Yuzo can do stuff other | 
than techno— witness the gorgeous music in j 
A ctraiser— b ut %h e n~ you play a game irf the 
Rage 1 seriesryo'U 
EXPECT techno. 

Other than the £ 
music, Streets of I 
Rage 3 delivers i 
exactly what you 
expect: Top-notch 
beat-’em-up action 
with moves-a- 
mundo. Even the 
changes Sega made 
between this ver- js 
sion and the Japa- | 
nese original don’t j| 
hurt it. Highly rec- 1 
ommended. 

— Zach Meston 1 


mm§ 
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THE LOWDOWN 

Streets of Rage 3 is much 
tougher to beat than the wimpy 
Rage 2, and the graphics are 
better than ever, but I’m still in 
shock over the lame music. 
Alas, poor Yuzo! Still, it you en- 
joyed the first two Wages— and 
about a zillion ot you did— then 
Rage 3 is a must-buy. All we 
need now is Streets of Rage 4 
on Sega CD, where Mr. Koshiro 
can get back to form and let 
loose without the constraints ot 
the Genesis sound chip. 
Wouldn't that be bitchin’? 


7 °T*r 
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magic and some 


Bs “Cyberware” (you 

« :: can replace your 

own limbs with his 
\ . ^ stuff), and there you 

%r^ 0 — ’ go: It’s Shadov/run. 

a.? '' |S H get my com- 

- _ (M* { plaints out of the 

way right now. 
First, it’s difficult to 
r target enemies with 

Saga’s Shadowrun brings iha popular yOUf QUH — DUff 

Vole-playsng adverriure to ihe Genesis. said. Secondly, the 

hadowun was gamepiay can get repetitive. You know, deliver a 
; ; a great P.PG for package, pick up a client, deliver a package, pick 
the Super NES. The up a client, deliver a package... and every time 
same is true of the you come back to your Johnson, he says the 
Genesis version, same thing. The characters— Decker, Sarnurai, 
and it : s a corn- and Gator Shaman— all look the same, 
pletely different Otherwise, the game is pretty darn fun. You 
game. There are do a lot of runs, save up a lot of nuyen (money) 

only a few RPGs and keep buying better guns and better armor, 

that I like, and this You’ve got- to make your way through seven 

is one of them. areas of Seattle while avoiding Lone Star (the 

This is what's police) and Renraku (a corporation that’s helping 

going on: it’s the out your enemy). Infiltrate corporate offices and 

year 2053. and find your way around cyberspace mazes, 
you’re in Seattle! I There’s also a wide selection of weapons: 
trying to find your combat pistols, sub-machine guns and cyber-ra- 
brother’s murderer. zors are among them. As a Shadowrunner. you 
The only way you aiso have access to something called the Matrix, 
can make money a universal network that aii computer systems 
and contacts is to are wired into. With access to the Matrix, you 
hire yourself out as can enter Cyberspace, 
a Shadowrunner. The main reason I like the game is because, 
Johnsons hire you like real.lrfe, it’s all about getting as much money 
to do their dirty you can and frying to stay alive, 
v/ork. Add some — Betty Hafiock 
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There really isn’t much 
sound in Ihe game. Most of 
your lime is spent reading 
what people are saying, 
not listening to the sound- 
track. (Hey, it's an RPG.) 
Shootings sound good 
though, and the weird 
house music is okay. 


Like I said, it's hard to tar- 
get your enemies. I can gel 
into this “real-time com- 
bat" stuff — it's better than 
rolling dice and playing 
with numbers on a piece ot 
paper— but if I shoot at 
somebody, I want them to 
be dead right off. 


<> 



THELOWDOWN 

A good RPG. I like it because 
it’s shady: I'm not sure if I’m a 
good guy or a bad guy, and I'm 
doing a lot of dirty work. I don't 
think the average player would 
choose Shadowrun over a good 
lighting game or shoot-'em-up, 
but this game is still a lot ol 
fun— and let’s face it, the Super 
NES version from Data East was 
a tough act to follow. Check it 
out; I spent hours with it. 


J U . L ?. 
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EASY MEDIUM DIFFICULT 


The visuals are okay, bul 
blandly colored, and the 
entire game has a shortage 
of animation, from the 
combat sequences to the 
overworld map. Even the 
anime sequences are 
mostly still screens. 


The folks at Working De- 
signs pride themselves on 
high-quality voice acting, 
and t lay does not disap- 
point. (The actor who plays 
Pottle is particularly 
good.) The music and 
sound effects, however, 


Working Designs foSSows ike 


The inventory interface is 
text-based instead of 
graphic, which is a drag, 
but everything else is 
mondo easy to do. You'll 
especially like the “run" 
feature which lets you 
move super-fast across the 


ay’s storyline is depressingly 


THE LOWDOWN 

May follows the now-familiar 
Working Designs formula to the 
letter: A wonderfully American- 
ized script, lots of humor, and 
spot-on voice acting. There's 
way more combat here than in 
Lunar. The Silver S/ar— and the 
characters aren't as interest- 
ing— but you'll keep playing 
just to read all of the jokes and 
see all the anime scenes. 














Developer: 


MEDIUM DIFFICULT 


MEDIUM DIFFICULT 


The anime scenes are de- 
cently drawn, but poorly 
animated; the Cheshire 
map is bland and the battle 


D ark Wizard is a strat- 
egy/RPG that kinda- 
sorta resembles Shining Force. 

You control one of four power- 
ful leaders and his (or her) 
troops, sending them into bat- 
tle against evil creatures bent I— — 
on taking over the peaceful 
land of Cheshire. Some troops 
can cast spells, others can only 
hack away with weapons, and 
all of them have varying abili- 
ties. Your ultimate goal is to protect every city 
and castle in the game world and defeat 
Velonese, the wacky Dark Wizard of the title. 

All this might be fun if not for the confusing 
storyline, the extremely bland battle sequence 
(unforgivable on the graphic-storage wonderland 


jjfwB of the CD) and the terribly^ 
$ %' voice-acted anime scenes, 

J Jr 3 l including the intro. After 
~ ‘ two years in develop- 

ment— and numerous delays — I get the feeling 
that Sega just decided to shove this game out the 
door and cut its losses. Too bad, because with 
some redesigning, Dark Wizard could have been 
the classic that Shining Force is destined to be. 

— Zach Meston 


Dark Wizard — but even they 
won't like the crappy battle 
graphics (a BLACK back- 
ground? Puh-leeze!) and the 
saddo anime sequences. 


The Jittery movement actu- 
ally adds to the creepiness of 
the whole situation. Play the 
game with the lights off and 
it's like a modern ghost story. 


e all like to be scared. Not only did I love 
ghost stories and late-night monster 
movies as a kid, but I also used to scare the crap 
out of my sister with elaborate pranks. If creepy 
mystery is for you, load up Mansion of Hidden 
Souls. It’s sort of a 7th ___ _ _ _ 

Girest “lite” for your 
Sega CD (the game is 
rated General Audi- 
ences.) You’ll follow a 
bunch of talking but- 


terflies into a haunted man- 
sion in search of a dark se- 
cret. Basically, people are get- 
ting turned into butterflies! 
Ooooh, scary. Solve the puz- 
i zle fast or become one your- 

self! It’s actually fun to play the first time around 
but once you know what, where and when things 
go bump in the night, the thrill is gone. 

—Chris Gore 
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It’s hard to Judge— there 
are so many different 
types of games. Some play 
well while others fail. 
Overall the board-game 
idea of moving guests 
across the island to escape 
becoming dino-lunch is 
kinda weak. 


THE LOWDOWN 

Jurassic Park Interactive tor 
300 chomps at the 16-bit and 
delivers a game that's a 
strange mix. You'll play all 
types ot game genres: a driving j 
game as you're being chased ’ 
by the T-rex, a Woltenstein 3-D 
level with raptors and — my fav- 
orite — a spitter shooting gal- 
lery. There’s even some classic 
video-game action like dino- 
versions of Space Invaders and 
Asteroids. The only thing lack- 
ing in this game is originality. A 
slight disappointment, but 
worth a try. 


Most of the music is the 
John Williams score 
straight out of the movie. 
Other incidental game 
music perfectly fits the 
mood of each particular 
game. The strongest as- 
pect of JPI. 


the quality of the graphics 
is a mix of incredible di- 
nosaurs right out of the 
movie and some real 
cheesy-looking 16-bit stuff. 


motion video scenes (and 
without the use of a video 


e’ve seen various JP 
, games for other sys- 
!S terns — with varying degrees of 
success— but Jurassic Park Inter- 
| active tries something different by 
a combining a number of successful 
} game genres to create an interac- 
^ tive movie experience. 

* The game has two main goals. 
I First, dinosaurs are running ram- 
^ pant in the park and you’ve got to 
^ save guests by guiding them 
through several locations in order 
! to leave the island safely. Then 
you must unlock the computer se- 
curity system and radio a ferry 
;• that is unknowingly carrying a 


interactive 


1 Player 
CD-ROM 
Developer: 
Universal Interactive 
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1 Player 
Super CD-ROM 
Developer: 
Hudson Soft 


Mssue... must. ..escape..." Hey. wait! 
’t bad at all! In fact, it’s the best of the 
lion RPGs I’ve been privileged enough to 
; month (with the possible exception of 
I digress). 

irst thing about M&M III to catch my at- 
/as the REALLY sweet graphics. I’d played 
1 computer game from which M&M III 
i/erted, and I was wondering how the 256- 




with color and detail. The L — — — ^ 1 

first-person view window 

takes up a hefty chunk of the f illip'' 'Y * j] 

screen, and the character 

portraits along the bottom of ij 

catch my attention was the B 
nice music (after, of course, 

I’d turned down the Rollins 
Band CD blasting from my 
stereo). Instead of the ex- *.-■ 

Hudson Soft has composed 

heavily of rock and techno, 

the tracks are only two 
minutes long, which means - •• •• . 

lots of repetition. Still, the music is great for the 
first couple hours of play, and you can always 
shut it off and play with sound effects only. 


What really puts M&M III 
over the top is that it preserves 
all of the detailed gameplay of 
the computer original. The inter- 
face is practically identical to the 
PC version, the quests and puz- 
zles are the same, the dialogue 
and text are the same— this is 
an amazing conversion job. I 
always liked M&M Ill’s user- 
friendly features — especially the 
auto-mapping and the automatic 
tracking of any quests the party 
is on— and Hudson Soft hasn’t 
fixed what wasn’t broken. 

M&M III does have a few an- 
noyances— the overabundance of 
combat (a flaw shared; by 99.9% 
of video game RPGs, but you 
knew that), the lack. gM nihiation, 
. r the weak Duo-generated 
sound effects— but with 
J I graphics this gorgeous and 
~1r gameplay this deep, these 
YS flaws are minor. 

— Zach Meston 


posed— with a rock/lechno 
bent as opposed to the 
pseudo-classical tunes 
that dominate the RPG 
genre— but there just isn’t 
enough of it, with only 20 
minutes worth of tracks. 


Might & Magic IITs icon- 
based interface has con- 
verted very well to the 
Duo’s two-button con- 
troller. inventory shuffling, 
stat checking, and melee 
combat are all very easy to 
control. 


robed figures stand notionless and silent 
i boshed voice escapes fron deep within a 
ling oat. 'Help, you seek?” 


THE LOWDOWN 

Might and Magic III: Isles of 
Terra is one of the best com- 
puter-to-video-game conver- 
sions I've seen in a long time, 
and definitely the best Duo 
game I've played in eons. ’Tis a 
shame that the Duo is nearing 
the end of its life span, but with 
games like this, at least it’s 
going out with a bang instead of 
a whimper. 
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1 Player 
CD-ROM 


Developer: 


MEDIUM Difficult 


PHILIPS 


The full-motion video and 
live actors look good. 
Backgrounds and 3-D ef- 
fects are equally appeal- 
ing. Nice |ob of making ev- 
erything look spooky and 
creepy. And that Old Man 
Stauf guy: He looks like a 
real perv. Nice casting. 


Like the graphics, the 
music is real creepy. All of 
the spooky sound effects 
are a nice touch. ..creaky 
doors and blood-curdling 
screams— just like the PC 
CD-ROM version. 


killing some lady who’s on her way 
back home from choir practice. Then, 
when the Knox couple enters the 
mansion, you see their faces turn into 
skulls. That’s a forbidding omen if ever 
I saw one; looks like it’ll be some party. 

I don’t usually care for puzzle games, 
— but I like the puzzles in this 
game, especially the coffins 
in the basement. I like the 
dining room cake a lot too 
(because it’s so easy... but 
also because it makes me 
hungry). I’d love to have a 
green cake with a bunch of 
headstones and skulls on it. 
The piano music is cool too. 
— — I The only problem with 

puzzle games is that they’re 
pretty slow, but because the 
intervening graphics and 
game plot are so great, The 
7th Guest is exceptional. It’s 
more like a drama and a 
mystery than just a bunch 
of puzzle games. The puz- 


I’ve never liked the CD-i 
controllers. It gets to be a 
pain moving the cursor 
around; this game was re- 
ally meant to be played 
with a mouse. At least it 
didn’t give me as much of 
a headache as when I 
played Woltenstein 3-D. 


Mmmm-Mmmm. Yummy. 


H enry Stauf is back: 
The 7th Guest is 
now available for Philips 
CD-i, and Stauf is still up 
to no good... killing little 
kids and eating their re- 
mains. (Just kidding.) 
It’s the same old bad 


f guy having the same old 
party. Hopefully, you can 
I find some answers to 
f Stauf’s mysterious puz- 
1 { zles. 

IjjJ I’ve always liked the 
* PC version of The 7th 
i| Guest, and, truthfully, 
a the CD-i version is even 
fa better. That is, the 
v graphics definitely look 
'•J better; otherwise, it’s 
| exactly the same game 
v* with the same puzzles. 

As far as puzzle games 
v go, this one’s great. 

[ / And it’s sooo scaaary. 
What makes it scary is 
the introduction, where 
you see Henry Stauf 


THE LOWDOWN 

A great game lor the CD-i ma- 
chine. Philips did a good job 
transferring the game to the CD- 
i format — in fact, if you haven't 
played the game on an absolute 
high-end PC setup, this version 
could be considered the best 
available. It’s a good game for 
sitting around by yourself and 
freaking yourself out. I'd say it's 
almost as good as watching a B 
horror movie (Well, maybe not 
tta/good.) 


zles are distinctively bizarre, 


and by solving them, you’re 
making your way through 
22 rooms of a haunted 3-D 
mansion. Things are always 
popping out at you. 

Definitely recommended, 
especially if you haven’t 
already played the game on 
the PC. 

— Betty Hallock 








Philips 


PHILIPS 


NIKOS 


ERIC 


BETTY 


ow — it’s been a while 
since I’ve seen the Ital- 
ian plumber. If you thought this 
guy was completely out of the 
picture, you’re wrong: He’s 
here and working. The sce- 
nario pits Mario against every- 
one, including the dragon 
Bowser, who took over the 
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m the doors, get through th 



Magical and Mystical 
Mushroom Kingdom. 
To get it back and to 
rescue the princess, 
Mario needs to shut all 
of the doors on each of 
the floors in the seven 
hotels. But it’s not 
easy; he has to jump 


and smush the evil Koopas and dodge the 
painful caterpillars. 

Hotel Mario plays like a strategy game dis- 
guised as a platform adventure. It’s not as easy 
as it looks, so beware, you’ll have to use your 
noodle to figure out how to slam the doors. This 
is a challenging Mario game-it’s tough and can 
burn the clock quickly. 

—Eric Nakamura 


THELOWDOWN 

Hotel Mario is one tough 
game to play and beat. You 
might never solve it. This 
game is one to check out if | 

I you like the action/strategy 
genre. It's one ol the < 
toughest Mario games. 
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PHILIPS 


This is a game with no trills, 
no backgrounds, no cartoons 
and hardly a change in color, 
but It's crystal clear and in- 
tended for an older crowd. 


smash into you or each other. 


The Blue Ball can move a 
bit more easily, but it's not 
bad. It's a good concept 
and can be a lot of fun if 
this is your mug of beer. 


THE LOWDOWN 

I love puzzle games and 
this one is pretty good. It 
could have been more or- 
nate, though; who doesn't 
like colors, sounds and ex- 
citing graphics? Genius 
gamers may solve it in a 
single night. 


e’ve all done mazes since n 

we were little kids. Basi- r 
cally, you draw a line until you wmm—mom 
get to the end. Sure, there are /^SSSSSS 
dead ends and you may cry once I $ 
in a while because you r — — " ■ ■ ■ ■ 
wrote in pen, but you j V’iZ 

can always backtrack; I 
through a process of 
elimination, you’ll reach i 

the goal. ” > ■ ' * 

In Mega Maze , there ,mJ 

are obstacles and puzzles to solve before you 
can reach that goal. It’s sort of like a top-view 
Marble Madness with a splash of Lemmings. 
You’re a blue ball that rolls through mazes from 
start to finish. Unfortunately, there are bad 


You’re the little blue ball in a world of walls and 
purple balls — get to the end! 

cases you have to make the balls smash into 
each other, and sometimes you need to use the 
balls to block pitfalls. As you go along, the 
mazes get more challenging and time- 
consuming, but there is only one difficulty 
setting. Mega Maze is a hit-or-miss game that 
will challenge some and bore others. 


purple balls that can smash into you. In some 


—Eric Nakamura 
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New Sega Sports 
Systems for ’94 



EA Sports Sponsors Racecar 


E A Sports has taken its role in the sports world one step further by sponsoring a Formula 
Mazda racecar. It’s a winged, open-wheel Formula car that looks just like an Indy car. 
Formula Mazda racecars are just slightly smaller, but have high-horsepower Mazda Rotary 
engines. It even has the EA and EA Sports logos right smack on it. 

Dave Foley, a computer programmer, is the driver of the EA Sports Formula Mazda car. 
Don’t you wish you had one? 






S ports nuts, if you don’t own these Sega systems, 
here’s your chance to get a deal. Sega of America 
has just released a new set of limited-edition Sports 
Systems with interesting contents; once these new 
hardware packages are gone, they’re gone for good! 

The Genesis Sports System package ($149.99 
MSRP) includes the Genesis with two control pads, 
an NFL Football '94 Starring Joe Montana game car- 
tridge and a Sega Sports Seat Cushion. Sit on it when 
you play, you’ll 
have more sta- 
mina. In the 
Sega CD Sports 
System ($229.99 
MSRP), you’ll 
get a Genesis, 
Sega CD and the 
Joe Montana’s 
NFL Football 
game. Best of all 
three, though, is 
the Game Gear 
Sports System 
($ 149.99 
MSRP), which 
includes a World 
Series Baseball 
cartridge and a 
deluxe carry-all 
bag to protect 
the package’s 
biggest prize: A 
limited-edition 
blue Game Gear. 


EA Sports Celebs 

W hat do professional athletes do on 
their day off? If they’re in the San 
Francisco area, they pop in at the Electronic 
Arts offices to check out the latest EA Sports 
titles. Seen here are St. Louis Cardinals Ray 
Lankford, Bob Tewksbury, Mark Whiten, 
Rheal Cormier, Allen Watson, John Habyan 
and Brian Jordan, who stop by whenever 
they’re in town playing the Giants. All-Pro 
guard Guy McIntyre of the San Francisco 
49ers wanted to check out the specs on the 
latest Madden football games, and Philadel- 
phia 76er guard Dana Barros spent every free 
moment during the NBA All-Star Weekend 
playing NBA Showdown '94 with DJ Jazzy 
Jeff. It looks like they all had a good time, too. 






THE LOWDOWN 

With three different types ot 
racing, Mario Andretti otters 
something tor every racing fan. 
My only real disappointment 
with the game is that there are 
only live dilferent tracks for 
each type ol racing, which 
severely limits the length of a 
circuit season. The excellent 
control helps make up for that, 
though, so it you're looking lor 
some hot racing action be sure 
to give this cart a test drive. 


E A Sports’ Mario An- 
dretti Racing is a fine 
tribute to Andretti’s amaz- 
ing career. The game fea- 
tures three different kinds 
of racing, each emphasiz- 
ing a different aspect of 
the sport. When racing 
sprint cars you’ll need to 
master sliding around the 
corners of the dirt oval 
tracks. Stock car racing 
requires you to “draft” the 
car in front of you and 
then “slingshot” past him. 

Indy car racing requires a 
combination of counter- 
steering and drafting 
skills for success. 

The game features 
single race, circuit racing 
and career modes. You 
can choose to race any 
number of laps on any 
track in single race 
mode. In circuit mode you compete in a five- 
race series in your quest for either the Sprint, 
Stock or Indy championship. You can use the 
cash you win to buy better parts for your car. In 
career mode you race all three circuits, starting 
with Sprints. You must win the championship to 
move on to the next class of racing. 

Before any race you have the option of taking 
some practice laps. As 
you drive around the 
track Mario gives you ad- 
vice on how to setup for 
turns and points out 
good spots for passing 
maneuvers. While it’s a 
very useful feature, it’s a 
bit difficult to read the 
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League Construction 
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text at the top of the 


different camera views for tite top half 
of the display, 


screen while blasting down the track at 
190 mph! 

Once you’re familiar with the track, 
you’ll take a shot at qualifying. Drive three 
solo laps around the track; your fastest 
lap determines your placement in the 
starting grid^AII o^f me ^ rac^mg i^n Mario ^ 

The game’s graphics are a bit on the plain 
side, but don’t judge this game by its screen 
shots. Mario Andretti Racing’s strong suit is its 
incredibly realistic control. This is the only car- 
tridge-based game I've played where I truly felt I 
could drive the car through a corner with counter- 
steer and throttle. As the race wears on you can 
actually feel the car begin to loosen up, and in 
tight races you may have to make the tough deci- 
sion between a quick pit stop for a “splash” of 
fuel or a more lengthy stay for fresh tires. 

— Jeffrey Tschiltsch 
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your team from 15 different street 
players— and Sir Charles, of course. One 
look at these bad boys and you'll know 
why Congress banned weight-training in 
prisons. 

Each player is rated for Twos, Threes, 
Dunks, Rebounds, Steals and Speed. There 
are eight different 
courts to choose 
from, including such 
lovely locales as a 
Brooklyn ghetto and 
a Watts schoolyard. 

The game supports 
both EA and Sega’s 
multi-player 
adapters. 

—Jeffrey Tschiltsch 


S hut Up and 
Jam! is a blatant 
rip-off of NBA JAM, 
pure and simple. It’s 
a two-on-two, no- 
fouls slam-dunk- 
athon with a few 
subtle differences. 
Since there’s no NBA 
license you’ll select 


MEDIUM DIFFICULT 
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MEDIUM DIFFICULT 


Gameplay is fast, but the 
control response is awful. 
Barkley copies NBA JAM'S 
control configuration but 
doesn't otter as many moves. 


THE LOWPOWN 

With the success of NBA 
JAM, I guess we'll be seeing 
a lot ot two-on-two basket- 
ball games in the coming 
months. I hope they'll he bet- 
ter than Shut Up and Jam!, 
which is about as much fun 
as having a root canal. 


The speech is cleaner than 
the Genesis version, but it 
doesn’t pull you into the 
game the way the samples 
in NBA JAM do. 


Delense is tough— you can't 
tell where offscreen players 
are. You can't pass the ball 
mid-shot and you can't 
make your “drone" shoot. 


THE LOWDOWN 

It's obvious trom Shut Up 
and Jam/ that Barkley knows 
as much about video games 
as he does about cars (Nice 
Hyundai, Charles!) This ver- 
sion is slightly better than 
the Genesis cart, but I don’t 
recommend either. 


Better scrolling than the 
Genesis but still has trouble 
keeping up with the ball at 
times. What happened to 
the babes at the beach? 


The music is incredibly 
uninspired. All of Barkley's 
comments and the digi- 
tized crowd are full of an- 
noying static. 


The scrolling is some ot 
the worst I’ve seen on the 
Genesis. The dunks are 
poorly animated and the 
backgrounds lack detail. 


hile Shut Up and Jam! 
shares a lot of similari- 
ties with NBA JAM, there are a 
few not-so-obvious differences. 

For example, each player’s 
“turbo” bar doesn’t automatically 
recharge during the period. You 
start each period with six “power 
bursts” and can only earn more by making 
a steal or nailing a three-pointer. 

In addition to single games, the cart 
features a “Best of Series” mode which 
can be set to either five or seven games, 
and a Tournament mode in which you 
must defeat each of the other six cities be- 
fore advancing to the championship in 
Phoenix. 


The artwork Is surprisingly 
similar between the Super 
NES and Genesis versions. 
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Players ji 


Developer: 

Accolade 



JULY '94 


—Jeff Tschiltsch 
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Join Bubble and Squeak on their adventure to JkE 
land of Grool from the evil Kat of Nine Tails.jpuile 
coins to buy freedom for Squeak’s friends Jmu bji 
Squeak. Explore vast levels filled with jnasjpreai 
and plenty of excitement! 

Using teamwork and imagination‘, coirauer thi 
Stardust Caverns, the Neverglades and Ijptlopolis. 
the; Red Crawlers, Flying Elephants and Jsmer BUS 
down! You’ll need to use all of your skill to deff 
them and bring peace back to . 1 1 ! 

the magic realm. * III 
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U.S. Gold Inc. • 303 Sacramento Street. Fourth Floor, San Francisco. CA 94111 • (415) 693-0297 


US G#LD 


U3 uWUi 

presents 


WorldCup 94 " 



12 Meg 


Developer: 


Tierte* 


The liny players flon I tea- 
ture much animation, but 
they kick the ball around 
realistically and the field 
scrolls fast and smooth. 
Nicely drawn referee win- 
dows pop-up when there is 
a stoppage in play. 


U .S. Gold’s new soccer 
game is the first to 
have the USA World Cup ’94 
license. You can select any of 
the 24 teams that have quali- 
fied for this year’s tourna- 
ment, or customize the tour- 
nament with your favorite 
teams and save it via the bat- 
tery backup. 

Nearly every aspect of 
this game can be modified. 

You can set the rules, match 
duration, weather, game 
speed, team formations, 
dribble control and even 
change the uniforms. An 
“Easy Play” mode simplifies 
the controls for novices 
down to a single button and 
the directional pad. 

One of the unique fea- 
I tures is the Set Play Editor, 
which lets you design up to 
three special plays. After 
' designing or modifying a 
I play, the computer can 
demonstrate it on a small 
field window. There is also 
' a formation editor for de- 
signing your own lineups 
and fine-tuning the move- 
ment of computer-controlled teammates in 
relation to the position of the ball on the field. 

Besides the World Cup tournament and exhi- 
bition matches, the game includes a special 
I Practice mode in which you can try your hand at 
! penalty shots. The Practice menu also includes 
selections for working on your set plays and 
I playing a special practice match, where your 
team’s players train against each other. 

My biggest gripe with World Cup USA '94 is 
the menu system, which has been designed en- 




/ Exhibition/Practice Mode 
League/Season Mode 
\/ Tournament Mode 
y/ Substitutions 
y/ Team Construction 
y/ League Construction 
y/ Battery Backup 
Password Backup 
I / Instant Replay 

✓ Official License 

✓ l y/1 3 4 5 


Decenl intro music on the 
selection screens. The 
sound etfects are quite 
good, especially the thud 
of the ball being kicked 
and the cheering, chant- 
ing crowd. 


There’s no field radar, but you ean 
scan the field on goal kicks to find 
open players. 

tirely with icons to avoid any language 
problems when the game is marketed in 
other countries. The icons are large and 
colorfully drawn, but their exact meaning 
isn’t always clear. The team selection 
screens posed additional problems— you 
know you’re in trouble when you have to 
dig out the manual just to set up an exhi- 
bition match. The irony of all this is that 
the very first screen you encounter when 
you fire up the game is a language selec- 
tion menu! (Selecting a different lan- 
guage merely changes the way the team 
names are spelled.) A few well-chosen 
words on the menus would have gone a 
long way. 

World Cup USA ’94 
plays a fast and fun 
game of soccer. The 
top-down view scrolls 
smoothly with the ball 
and while the players 
have been drawn fairly 
small, they do have a 
surprising amount of 
detail. Everything a 
soccer fan would look 



CORE 

CHRIS 

7 

8 

6 

BETTY 

7 


for is here, from corner and penalty kicks to 
throw-ins and volleys. 

—Jeffrey Tschiltsch 















C hampionship Soccer ’94 is 
without a doubt the ugliest 
soccer game yet reviewed in 
SportsWire. The tiny players and 
awful backgrounds are almost 
painful to look at. About the only 
thing this game has going for it is 
the huge selection of teams and 
different league and tournament play options. 

There are three different types of teams: 
National, Club and Custom. Each type has 64 
different teams which can be used for custom 
league or cup tournament construction. There 
is also a special league and cup for each type, 
such as the World Championship for National 
teams and the Turkey Tournament for Custom 
teams. 

—Jeffrey Tschiltsch 



i may not make a 
ime, but they sure didn’t 
help Championship 
Soccer ’94. 


\/ Exhibition/Practice Mode 
y/ League/Season Mode 
y/ Tournament Mode 
/ Substitutions 
Team Construction 
t / League Construction 
y/ Battery Backup 
Password Backup 
\/ Instant Replay 
Official License 
✓ 1 /2 3 4 5 

Player: 





2100 Colorado Avenue, Third Floor, Santa 


T he Genesis version of 
Championship Soccer has 
slightly better graphics than its 
SNES counterpart. The menus 
aren’t as clear but the players 
seem to be a bit more defined. 

The Genesis version features a 
team editor not found on the 
SNES. You can change the team 
name, country of origin, coach and player 
names and select uniform 
colors. Unfortunately you 
cannot edit player skill at- 
tributes. 

Weather figures promi- 
nently in league play, 
where the games are 
spread out evenly over 


pad to arc the flight of 
after it's kicked. 

eight months. Field 
conditions include icy, 
muddy and dry, and can 
either be chosen by the 
player or selected by 
the computer if the Sea- 
son Weather option is 
turned on. 

— Jeffrey Tschiltsch 


\/ Exhibition/Practice Mode 
\/ League/Season Mode 
y/ Tournament Mode 
\/ Substitutions 
y/ Team Construction 
y/ League Construction 
y/ Battery Backup 
Password Backup 
y/ Instant Replay 
Official License 
✓ l y/7 3 4 5 

Players 
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TITLE 

MANUFACTURER 

OVERALL 

0 

s 

a. 

S 

\J 

Z 

0 

1 

z 

< 

S3 

t 

X 

a 

z 

3 

8 

0 

0 

v; 

SPEED 

CHALLENGE 

V 

z 

X 

I 

REALISM 

OPTIONS 

INNOVATION 

S 

l 

K 

LICENSE 

FI (Formula 1) 

Domark 

9 

8 

10 

7 

9 

8 

9 

9 

7 

8 

8 

7 

n/a 

7 

Mario Andretti Racing 

Electronic Arts 

8 

7 

8 

8 

8 

9 

8 

7 

8 

8 

8 

7 

n/a 

7 

Super Monaco GP 

Sega 

8 

8 

8 

7 

7 

8 

8 

8 

6 

6 

7 

6 

n/a 

n/a 

Ayrton Senna’s Super Monaco GP II 

Sega 

7 

8 

7 

6 

6 

7 

7 

8 

6 

6 

7 

5 

n/a 

5 

Nigel Mansell’s World Championship Racing GameTek 

6 

6 

7 

7 

6 

6 

7 

7 

7 

6 

7 

5 

n/a 

5 

















FIFA International Soccer 

Electronic Arts 

| 

9 

8 

8 

9 

| 

9 

8 

8 

9 

8 

8 

9 

7 

Tony Meola’s Sidekicks Soccer 

Electro Brain 

8 

8 

7 

6 

7 

8 

8 

8 

8 

8 

7 

8 

7 

2 

World Soccer '94 

Atlus 

8 

8 

8 

7 

7 

7 

8 

7 

7 

6 

8 

7 

9 

n/a 

World Cup USA ’94 

U.S. Gold 

7 

7 

7 

7 

8 

7 

8 

8 

8 

8 

8 

7 

7 

6 

Soccer Shootout 

Capcom 

7 

7 

8 

7 

6 

7 

8 

8 

8 

7 

8 

6 

5 

n/a 

Champions World Class Soccer 

Acclaim 

7 

8 

6 

7 

7 

7 

7 

7 

6 

7 

7 

7 

8 

n/a 

Super Soccer Champ 

Taito 

7 

8 

7 

5 

4 

8 

8 

6 

n/a 

6 

6 

5 

5 

n/a 

Super Soccer 

Nintendo 

6 

6 

7 

7 

6 

7 

7 

7 

6 

7 

6 

6 

6 

n/a 

Super Goal! 2 

Jaleco 

6 

6 

6 

6 

6 

7 

6 

6 

7 

6 

7 

4 

7 

n/a 

Championship Soccer ’94 

Sony Imagesoft 

4 

4 

4 

6 

6 

4 

5 

6 

6 

4 

5 

4 

7 

n/a 


FIFA International Soccer 

Electronic Arts 

9 

9 

9 

9 

8 

8 

9 

8 

8 

9 

8 

8 

9 

7 : 

AWS Pro Moves Soccer 

Asciiware 

7 

7 

7 

8 

6 

7 

7 

7 

7 

7 

7 

7 

8 

n/a 

World Championship Soccer 

Sega 

7 

7 

8 

6 

6 

8 

8 

6 

6 

6 

7 

5 

7 

n/a 

Pele! 

Accolade 

6 

7 

6 

7 

7 

5 

6 

6 

7 

5 

8 

6 

7 

5 

Tecmo World Cup 

Tecmo 

6 

6 

6 

6 

6 

7 

7 

5 

5 

5 

5 

4 

6 

n/a ■ 

World Trophy Soccer 

Virgin 

5 

7 

5 

6 

4 

5 

7 

4 

6 

5 

7 

4 

8 

n/a 

Championship Soccer '94 

Sony Imagesoft 

5 

5 

5 

6 

5 

5 

7 

6 

6 

5 

6 

4 

8 

n/a 


NBA Showdown ’94 

Electronic Arts 

9 

9 

9 

8 

7 

9 

8 

9 

9 

8 

8 

7 

8 

8 

NBA JAM 

Arena 

9 

8 

8 

7 

8 

9 

9 

8 

4 

5 

7 

7 

8 

8 

NBA Action ’94 

Sega 

7 

7 

7 

7 

6 

8 

7 

8 

8 

7 

7 

6 

9 

9 r 

Bulls vs. Lakers and the NBA Playoffs 

Electronic Arts 

7 

8 

7 

6 

6 

8 

6 

7 

8 

8 

7 

6 

7 

7 

Lakers vs. Celtics and the NBA Playoffs 

Electronic Arts 

7 

8 

7 

7 

6 

7 

6 

7 

7 

7 

6 

6 

7 

7 1 

David Robinson’s Supreme Court 

Sega 

7 

7 

8 

6 

7 

7 

8 

7 

6 

6 

6 

7 

5 

3 ! 

Jammit 

Virgin 

7 

7 

7 

8 

8 

6 

7 

8 

6 

6 

8 

6 

6 

n/a 

Super NBA Basketball 

Tecmo 

5 

5 

6 

6 

5 

5 

7 

7 

8 

5 

6 

6 

8 

6 ! 

Double Dribble: The Playoff Edition 

Konami 

5 

6 

5 

7 

6 

6 

7 

5 

6 

4 

6 

5 

6 

n/a 


Barkley Shut Up and Jam! 


Accolade 


56545575547363 
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OF VOAR LIFE. 




In a far away galaxy filled with digitized cinematic sequences and SFX from the original 
Star Wars trilogy, you take control of the flight stic£ in lour specialized Rebel ships. Use the 
Force to blast TIE fighters, AT-ATs, Super Star Destroyers, (piperial Droid Units...and ultimately 
obliterate the evil Empire with cr*do-or-die trench-run on the Death Star. A 

Join in the Rebel Assault... -SVaR-WARJT / 

and fulfill your destiny. I I r— J I r, I fl M 


CALL JVC’S 24-HOUR TIP 
1 -900-454-4 J VC 


750 each minute. If you are under 18. ofe sure 
to get a parent's permission' before calling. 
Requires a touch-tone telephone and is oply 
available in the U.S. Call length determined by 
user; average length is 3 minutes. Message's 
subject to change wjjhout notice. 

JVC Musical Industries, -Inc., Los Angeles, CA. 


your assurance thal this product r 
Buy games and accessories ii 
i the SEGA CD 1 ” SYSTEM. 


circle #119 on re ader Service card. 
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Happ Controls. They have a line aspect of this stick is that it 
of low-cost controller pads to re- claims to allow 3-D movement; 
place or add to your collection, in other words, you’ll be able to 
'For the Super NES and Genesis control the Z-axis to move your 
owner, there’s the Multi-System sprite from the foreground to 


NODE PRO 


Are you bi-compatible? If you 
own a Genesis and a Super NES, 
STD has a stick you can plug into 
both machines. Practice safe 
gaming with the Arcade Pro, 
which STD claims “is ready to 
stand up to the challenge of 
game players everywhere.” The 
Arcade Pro is optimal for fighting 
games like the Street Fighter II 
series, since its button layout 
emulates that of arcade machine 
controls. STD chose to go with a 
short-stemmed stick, originally 
popularized by overseas stick 
manufacturers, which gives 
gamers an edge for faster mobil- 
ity of their characters without 
having to move the stick very far. 

The extra-long cord is a 
bonus for gamers who want to 


keep their distance from the pos- 
sibly harmful rays emitted by the 
TV: With dual-speed auto-fire 
and slow-motion options, the Ar- 
cade Pro is well worth the price. 
Suggested Retail Price: $39.95 
Available: June 

THE COMPETITION 
PRO SERIES 

If it’s a bargain you’re look- 
ing for, then you should look to 


6 Pad. Though not indestruc- 
tible, this pad’s low price allows 
you to abuse your pad without 
remorse or regard for the con- 
troller’s lifespan. Crunch all you 
want, they’ll make more. For 
gHBH Genesis-only 
* ■" I gamers, the 
Competition 
Pro 6 -Button is 
a good choice. 
Slightly more 

■ ergonomic than 

■ the multi-sys- 

I tern pad. this 

■ one also is 

■ highly thrash- 

■ able due to its 
bargain price. 

Suggested Retail Prices: 

$24.95 (Multi-System 6 Pad) 
$19.95 (Competition Pro 
6-Button) 

Available Now 

THE FUTURE OF 
STICKS 

Triax Technologies, known 
for its patented touch-sensitive 
Turbo Touch pads, is aiming 
higher with its new Multi-Func- 
tion joystick. The most unique 


the background and every spot 
in between. The only catch is 
that the games have to be spe- 
cially programmed to use this 
feature. Many software compa- 
nies— including Electronic Arts, 
Virgin and SunSoft — have tenta- 
tive plans to include Z-axis con- 
trol compatibility in future game 
titles. 

The Multi-Function will also 
improve upon most eight-way 
sticks by giving realistic 360° 
movement registering all of the 
spots in-between the eight stan- 
dard ones. This is similar to the 
configuration of many sticks 
available for personal computers. 

As if that weren’t enough, the 
stick will offer adjustable speed 
for specially programmed, 
games; theoretically, you could 
make a football player jog, run or 
even sidestep. All this adjustabil- 
ity should add up to more de- 
tailed and interesting gameplay 
for a number of games, but we'll 
have to wait until the stick comes 
out to see if there’ll be enough 
software that utilizes its new 
technology. 

Suggested Retail Price: $49.95 
Available: Fall 1994 
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The Ultimate 
darning Rig!! 


OVER 


M PRIZES! 





You have the POWER. In this contest you don't rely on the luck-of-the 
draw. YpjLdetermine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles gets a little harder. But this time it's 
all up to you. Stay in to the end with the highest score and the gear is vours. 
With whatever options you want. Do you have what it takes? Then play to win! 
Video Game Contest Play on the high-tech cutting edge with this line-up: 
Super NES with Super Scope, Sega Genesis with CD-ROM and Menacer, 
Panasonic 3D0 and Atari Jaguar (not shown). Get all four or trade the ones you 
don't want for CASH! Bonus options include: Sega Virtual Reality Helmet, 
33" monitor, $1,000 in games, cash, accessories and more! 

Media Rig Contest The Ultimate Gaming Environment, 40 inch monitor, 


130 watt receiver w/ Dolby Pro Logic Surround Sound, Infinity speakers, subwoofer, 
CD player, graphic EQ, dual cassette and laser disc. This rig will blow you away 
(literally!)!! You'll not only see but feel it too! 

We’re talkin' GAMING HEAVEN! 

Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will play but typically 61% will have the 
highest score possible score to Phase 1, 43% to Phase II, 36% to Phase III, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
each receive the grand prize they are playing for. 


S 

T 

w ? 

w 

— o 

R 

D 

WORD LIST and LETTER CODE chart 

ENTRY W CHASE G WINGS P STORM E 

MAJOR. ...H MICRO M DREAM R NINJA B 

METER F QUEST O TURBO T RULER S 

RANGE ....A TOWER J FLINT U HEAVY Z 


Mystery 

Word 

Grid 


flElHEIEl 


U WORLD RULERS HAVE IT, IT COMES OUT OF AN 


OUTLET AND IN THIS CONTEST YOU HAVE IT! 


Yes! 

ENTER ME TODAY, HERE’S MY ENTRY FEE: 
□ ($3.00) Video Game Contest 



□ ($3.00) Media Rig Contest 

O 


□ ($5.00) SPECIAL! Enter Both (SAVE $1.00) 

f 

Name ? 

Address 





irSSP SEND CASH, M.O., OR CHECK TO: ( 

PANDEMONIUM, P.O. BOX 26247 
MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED • ENTRY DEADLINE: POSTMARKED BY JULY 30TH, 1994 • ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final 
Where judges are in error the sponsor’s liability is limited to the amount of entty fees paid. Not responsible for lost, delayed 


CIRCLE #120 ON READER SERVICE CARD. 







Super Robot War EX 

Banpresto 

Super Famicom 

The Shogun Warriors are as legendary 
as Bruce Lee in the Anime world. These 
mechanized heroes from the 70s were the 
greatest, right up there with Muhammad 


see them. In the Blade Runner back alleys, they prop up drunkards in seedy bars. 

In the neon-lit mega-mecca shopping malls, people of all shapes and sizes crowd 


4) Grab for the head. If you get an arm or 
leg you usually won’t win. 

5) Since the prize usually falls out of a 

the grasp of the mechanical arm, try to A 1 

set it up so the prize can bounce off 

other prizes to fall into the hole. 

Good Luck! 


ipace Invaders — The Original Gi 

Taito 

Super Famicom 

It's a time slip! Back to the past! A flashback! 
Rfln This is the video game that changed the face of 
njBfll America— for better or for worse — and now "= 
EgEgi it’s out for the Super Famicom with a multi- 

■ colored playing field and a ) 

■ two-player option. If this 1- 
WSB megabit Space Invaders car- H 

tndge came to our stores, it H 

■ could be half the price of a H 

normal game— then again L . ■ / ■ j 

■ maybe Taito v/oulo be better 

off inducing the v.ric e thing H 

■ as a hidden game in another 
m cartridge Sounds fun. eh? 


Win I Cm*/ 

1" With UfI3 

Catcher DWJat — '.-Mt. 

7 From the beauty of the island Kyushu up to the snow in Hokkaido, you’ 




’ around to try their luck and play. . .the UFO Catcher. 

You’ve probably seen these "crane games” in arcades around America; they’re the ones 
where you move a mechanical arm to try to grab a prize. But do you know anyone who lives 
forthis game? Usually it’s impossible to win anything but empty space for your wallet or purse. 

In Japan, however, it’s called the UFO Catcher and it’s a craze. Everywhere you go you can 
find kids, old people and dating couples trying their luck. In many cases a whole section of an 
arcade is devoted to these redemption machines— sometimes they fill an entire floor! In some 
parts of Japan they seem to be more popular than video games. Nintendo’s Kirby’s Adventure 
game for the Famicom (NES) even included a bonus game that was built around the UFO 
Catcher concept. 

The prizes range from “Hello Kitty” dolls to huge stuffed gorillas that barely fit through the 
winning hole. Playing a UFO Catcher costs as much as a video game, but it’s over in moments! 
Don’t despair; there’s a monumental feeling of joy that comes with winning a cartoon stuffed 
animal. If you use these simple hints, it might only take one try; 

1) Scout the arcade for a UFO Catcher game that has prizes you want. 

2) Check to see if the prize you want is loose or jammed in between the other stuffed ani- 
mals— you need to find a loose one. 

3) It helps if your prize is near the hole. 


Ali. Raideen, Mazingaand Geta-Robo (Dragon) are among the 
group that would smush the X-Men and ruin Spawn. 

Now it’s 1994. The 5” die-cast metal action figures may 
be gone, but Super Robot War EX is here for the Super Fam- 
icom. The Shogun Warriors appear in the "Super Deformed” 
shape— you know, those short and squat types. I’m in no 
way a fan of this look, but the game does have awesome 
graphics. It’s an action/RPG for one or two players with fight- 
ing mixed into your quest. Kill or be killed, gain experience 
and power. A continuation 
of previous Shogun War- 
rior games, this one is 
fast, sensational and pow- 
erful, with multiple Dun- 
geons & Dragons - like lev- 
els and hit points. Due for 
an American release? 
Dream on.... 
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y Sink or Swim 

CODEMASTERS 

Mega Drive 

This action/puzzle cartridge — Sink or Swim Star- 
s ring Dim Passengers is the full title— takes you through 
100 fiendishly-constructed chambers of a fast-sinking 
ocean liner called the S.S. Lucifer. The Dim Passengers 
must pull levers, press buttons and blow up crates to 
dodge spikes, fight fire, repair steam pipes and race 
against the rapidly rising water to reach the safety of 
the escape chamber. 


miijjiuHimi 


Battlemaniacs 

Virgin 

Master System 

* j Sure, the Master System’s a dead issue 
in these parts, but this new beat-'em-up— a 
conversion of the Super NES title Battletoads 
ip Battlemaniacs— m\\ probably make its way 
j over here as a Game Gear cartridge. The 
Master System edition has 12 levels and 
two-player simultaneous action. 


Codemasters 

Mega Drive 

Here's the long-awaited sequel to Micro Machines, a long- 
standing personal favorite of the VideoGames staff. The Mega Drive 
(Genesis) edition offers simultaneous four-player action through the 
use of two additional joystick ports built right into the front of the car- 
tridge (see last issue’s story on Codemasters’ J«Cart for details.). 54 challenging 
courses, all-new competitors, vehicles and locations, bonus power-ups and a new 
“Champions’ League” feature add to the fun; look for a full world-wide release in No- 
vember. 


SPECIAL 

REPORT 


L ive from the Spring 
1994 European Com- 
puter Trade Show in 
London, our men Mike 
Davila and Jeff Young 
grabbed a few photos of 
new games that are due 
for release in the U.K. 
during 1994. Most of 
these games will un- 
doubtedly end up in the 
hands of American 
gamers by year’s end, 
but remember: You saw 
’em first in Global Gam- 
ing'. 







COLLECTOR'S iTEV 


ANIMATED 

ACTION 


Limited 
Quantities— 
Order Now! 


COLLECTOR-; 


0Q0©0@0" 
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\ Get your copies Z_ 
of Wild Cartoon Kingdom 
#1, #2, #3 and #4. Complete 
your collection while 
7 supplies last. 7 - 


^ | Send me copies of Wild 

I w ■ Cartoon Kingdom #1 (Ren & 

Stimpy) - $3.95 each! Name 

Send me copies of Wild Cartoon Kingdom 

#2 (Batman) - $3.95 each! Address 

Send me copies of Wild Cartoon Kingdom 

#3 (Beavis & Butt-Head) - $3.99 each! City/State/Zip 

Send me copies of Wild Cartoon Kingdom 

#4 (The Flintstones) - $3.99 each! 


LFP Inc. Subscription Dept. P.O. Box 341, Mt. Morris, IL 61054 


□Payment enclosed Charge my C3VISA I IMC 


Total magazine cost 


Card# 


Exp. 


(s&h & taxes)* 


Signature 


TOTAL 


Make checks payable to LFP Inc. ’Add SI .50 per copy for shipping and handling, Canadian and foreign add $2.50 per copy. California residents add 8.25% sales tax, $0.33 per each 
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All New! 

Bigger! Faster! 
Smoother! 

And it’s coming 
at you in April! 
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CAN PREPARE YOU 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 



People interested in helping out in any capacity, 
please visit us at www.retromags.com 

ofif is made from these scans, nor do we offer anything 
ilable from the Publishers themselves. 


e across anyone selling releases from 

ease do not support them and do let us know. 
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Thank you! 





